








AHOTAIIISA

bakanaBpcrka kBamigikaiiitna podoTa ckiagaeTbes 3 53 ctopiHok popmary A4,
Ha SIKUX TMPEACTaBICHO 12 pUCYHKIB, 2 TaOJuIll, a CIUCOK BUKOPUCTAHUX JIXKEpEI
Mictuth 20 HaliMEHYBaHb.

bakanaBpceka kBamidikaiiifHa poOoTa MpHUCBSYEHA PO3POOI TpU y KaHpi
TRUE FIRST PERSON SHOOTER g Ha3zsoro "Rock In A Hard Place: Lonesome
Road". Tema poOoTH € aKTyaabHOIO y 3B’SI3KY 31 3pOCTAaHHSIM IMOMUTY Ha BUCOKOSIKICHI
ITPOB1 TPOJYKTH, IO TMOETHYIOTh 1HHOBAIIMHI MEXaHIKH, 3aXOIIMBHH CIOKET Ta
peanicTuuHy rpadiky.

BcranoBneHo o0’€kT, mpeaMET, 3aBJaHHs Ta METOAU JnociikeHHsa. Cuctema
OpU3HAUEHa JJIsl CTBOPEHHSI 3aXOIUIMBOIO IrpOBOrO JOCBILY 3 OCOOJIMBHUM AKIIEHTOM
Ha peaicTU4Hy (i3uKy OanicTUKH 30poi, 110 3a0e3neuye riauoIie 3aHypeHHs TpaBIlst
y CIOXKET Ta irpoBuii npouec. s peanizaiiii Mmetu 0yJio po3po0eHo Ipy y kaHpi true
first person shooter.

Po3poOky rpum BHKOHaHO Ha oOcHOBI irpoBoro pymis Unreal Engine 13
BUKOPUCTAaHHSM MOBHU TporpamyBanHsi C++ y cepenoBuii po3pooOku Visual Studio.
Jist peanizarii rpadiayHux 1 pi3uyHuX e(HEeKTIB BUKOPUCTOBYBAIKCS BOYI0BaHI 3aC00U
Unreal Engine. ¥ pesynbTari BUKOHAHHS OakaiaBpchbkoi KBaiidikariitHoi poOoTh
CTBOPEHO TIpaire3JaTHUN IrpoBUN MPOTOTHUI, TPOBEACHO TECTYBaHHS MOrO
(yHKLIOHATY Ta MIATOTOBJIEHO JOKYMEHTAIll0 [Jisi PO3pPOOHUKIB 1 KIHLIEBHUX
KOPHUCTYBauiB.

Kirouosi ciioBa: unreal engine, myrep, rpa.



ABSTRACT

The bachelor's qualification work consists of 53 A4 pages, featuring 12
illustrations and 2 tables, with a bibliography of 20 references.

The thesis is dedicated to the development of a game in the TRUE FIRST
PERSON SHOOTER genre titled Rock In A Hard Place: Lonesome Road. The topic
Is relevant due to the increasing demand for high-quality gaming products that combine
innovative mechanics, an engaging storyline, and realistic graphics.

The object, subject, objectives, and research methods were identified. The
system is designed to create an immersive gaming experience with a particular focus
on realistic weapon ballistics physics, ensuring deeper player engagement in the story
and gameplay. To achieve this goal, a game in the true first-person shooter genre was
developed.

The game development was carried out using the Unreal Engine game engine
and the C++ programming language within the Visual Studio development
environment. Built-in Unreal Engine tools were employed to implement graphical and
physical effects. As a result of the bachelor’s thesis, a functional game prototype was
created, its functionality was tested, and documentation for developers and end-users
was prepared.

Keywords: Unreal Engine, shooter, game.
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BCTYII

OOrpyntyBanHss BHOOPY TeMHu aocjigxenHsa. CyyacHa irpoBa I1HIyCTpis
JEMOHCTPY€E CTpPIMKE 3pOCTaHHS Ta CTallIbHO 3aliMae MPOBIAHI MO3UIlT cepen
MPUOYTKOBHUX HAMPSIMIB MUGPOBUX pO3pOOOK. Y IBOMY CEPEAOBHIII OCOOIHMBY HIITY
MOCi1a€ KaHp IIyTepiB Bif nepuroi ocoou. IIpoTe okpemo BapTo BUOKPEMHUTH ITiIKAHD
true first-person shooter (true FPS), 110 30cepemkennii HA MaKCUMAJIBHOMY peajti3Mi
Ta 3aHypEHHI TpaBLs B IrPOBUI TPOIIEC.

Ha Bimminy Bim knacuunux FPS, true FPS-irpu 3a6esneuyroTs rpabiro
MOBHOI[IHHE Bi3yaJibHE BIIOOpaKEHHS TiJIa MEpCOHAXa y TEPCIEKTUBI MEpPIIoi ocodu
— BKJIIOYHO 3 HOTaMHU, TOPCOM, PyXaMH T'OJIOBH Ta 1HEpIli€r0 Kamepu. Takuil miaxis
JI03BOJISIE  JOCATTH OLIBIIOI TPaBAONOAIOHOCTI, TIMOMIOT B3aeEMOii 3 IrPOBUM
CEPEIOBUILEM 1 3HAYHO CHJIBHIIIOTO €()EeKTY MPUCYTHOCTI.

[TonuT Ha true FPS nocTiiiHO 3pocTae, OCKUIbKY TpaBlli BCe OUTbIIE [IHYIOTh HE
JUIIe JUHAMIYHUN TedMIUIeH, a i eCTEeTUKY pyXy, yBary Ao naeranei, (pi3uky Ta
peanicTUYHy B3aeMOJil0 3 MpocTopoM. Lli acmekTu cTaaum akTyaJbHUMHU 3aBIsSKU
PO3BUTKY CYYacCHHMX ITPOBHX PYIIIiB, SIKI JalOTh 3MOTY pEasi30BYBaTH CKJIAJHY
aHIMallilo, MPOCYHYTY KIHEMAaTHUKY Ta aJJallTUBHI KaMEpH.

O0Opana Tema JOCIIDKCHHS € aKTyaJbHOI, OCKUIbKU CTBOpeHHs true FPS
BHMarae KOMIUIEKCHOTO MiJIXOTy /IO PO3pOOKHU: BiJl IU3aiiHy PIBHIB Ta MPOTpaMyBaHHs
KepyBaHHs 10 (13MYHOT CUMYJIALIT Ta TOOY0BY aHIMalliil. Peanizaliisi Takoro NpoexTy
JI03BOJISIE HE JIMIIE 3arfMOMTUCH Yy cHeludiKy irpoBoi po3poOKH, a i OmaHyBaTH
Cy4YacHI IHCTPYMEHTH, 1110 IIIMPOKO BUKOPUCTOBYIOTHCS Y MPO(DECIHHOMY CepeIOBUIIII.

3B’A30Kk po0OTH 3 HAYKOBMMH NpOrpaMaMu, IJianHamu, treMamu. PoGora
BUKOHYBaJlacs 3TiAHO TUTAaHY BUKOHAHHA HAYKOBUX JOCHIIKEHb Ha Kadeapi
IPOTPaMHOI0 3a0e3MEYCHHSI.

Mera Ta 3aBaaHHsl JOCHiKeHHAA. MeToro poOOTH € MiJABUILCHHS
peanicTuaHoCTi 3D-cumynsaTopa CydacHOTO 0010 32 paxyHOK PO3pOOKH MpOrpamMHOi
CHUCTEMHM Bi3yaslizallii 3 ypaxyBaHHSIM OaJiCTUKHU 30pOi Ta aaropuTMIB OOUYHCIICHHS

B3a€MO/I{ KyJIi 3 IFPOBUM CEpPEIOBUILEM.



OCHOBHUMMU 3a/1a4aMu JOCIIHKCHHS €:
- MpoaHali3yBaTU ICHYIOUl BIJCOITpU-aHAIOTH Kl  BUKOPHCTOBYIOTh
TexHouorito True First Person;
- BUKOHATH JOCTIXKEHHS CTPYKTYPH TPH:
- PyX MEepCOHAXKa;
- yOpaBIiHHS 30pOEIO;
- OaJlicTUKA KYJIb.
- PO3pOOUTH ANTOPUTMHU OOPAXYHKY MOBEAIHKHU KYJIb;
- pO3pOOUTH TPOTPAMHUI POAYKT;
- IPOBECTU TECTYBAaHHS PO3POOJICHOI BiJICOTPH.

O0’ekT mocimxkeHHsi: porec po3pooku True First Person myrepy «Rock In
A Hard Place» 3a nommomororo Unreal Engine 5.

IIpeamer gociigskeHHsI: METOIU Ta 3acoOM OOUYHMCIICHHS OaIiCTUKHU 30poi Ta
KyJIl 3 ICPOBUM CEPEOBUIIEM.

Metoau pociaizkeHHsl. Y TPOLEC] AOCTIKEHb BUKOPUCTOBYBAJINCH: METOIU
TPUBUMIPHOI KOMIT'FOTEpHOi rpadiku [ BIATBOPEHHS peanicTuyHoro 3D-
CUMYJIITOpA Cy4aCHOTO 000; METOJIU CTEPEOMETPIi JJIsi OOYUCIICHHS TPAEKTOPIT PyXy
KyJi; Teopis rpadiB s pO3pOOKM JIOTIKM pOOOTH OCHOBHOI OOHOBOI MEXaHIKH;
KOMIT FOTEpHE MOJICTIOBAHHS [UJISl aHAI3y Ta MEpPEBIPKM OTPUMAaHUX TEOPETUUHUX
MOJIOKEHb.

HaykoBa HOBH3HA OTPMMAaHUX pPe3yJIbTAaTIB.

[Tomanbmoro po3BuTKy HaOyB Metoj po3poOku True First Person-mmyrtepis,
KU, HA BIAMIHY BiJl ICHYIOUHX, HE JIUIIE IMITY€E MOCTPLI Bi3yallbHUM e()eKToM, a i
BUKOHY€ BUCOKOTOYHI pO3paxyHKH TPAEKTOPiH KyJTb, MOJIEIIOE Biady 30poi, 3HOC Ta
1HIIT  acmeKkTH, Imo 3a0e3medyroTh TIUOIIe 3aHypeHHS TpaBIsl y BIpTyallbHE
CepeIOBHIIIE.

IIpakTH4YHA HIHHICTH OTPMMAHHUX Pe3YJIbTATIB.

[IpakTryHa IIHHICTH OJIEP’)KAHUX PE3YJIHTATIB MOJIATAE B TOMY, 110 HA OCHOBI

OTPMMaHHUX B OakanaBpPChKii KBali(ikaliifHOI pPOOOTI TEOPETUYHHUX IOJIOKEHb
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3aMPOIIOHOBAHO AJITOPUTMH Ta PO3poOJICHO TporpamMHi 3acodu Bimeorpu «Rock In A
Hard Place».

Oco0ucTuii BHecok 37100yBauya. Yci HayKOBI pe3yJbTaTH, BUKIAJCHI Y
OakanaBpChKii KBamidikalidHid poOoTi 1 B HaykoBid myOmkarii[l], orpumani
0COOHUCTO aBTOPOM.

Amnpo0anis MartepiajiB 0akajaBpcbkoi kBamidikamiiiHoi podoTu. OcHOBHI
MOJIOKEHHsI ~ OaKaJlaBpChKoi  KBamidikaiiiHoi  poOOTH  JOMOBIJAIUCA  Ta
obroBoproBaiucs Ha IV BceykpaiHcbkoi HAyKOBO-TEXHIYHOI KOH(EPEHIIlT MOTOANX
BUYEHUX, aCIIPAHTIB 1 cTyIeHTiB "Komn 1oTepHi irpu Ta MyJIbTUME/I1a SIK IHHOBAIIHHUN
miaxig g0 komyHikamii -2024", Oneca,[1].

IIyoaikanii. OCHOBHI pe3yibTaTH JOCIIKEHb OMyOJIIKOBaHO y | HayKoBii

npaili: 1 —y Marepiainax KOHQEpeHIii.



1 OBIPYHTYBAHHSI BUBOPY METOIY PO3POBKHU TA
IMMOCTAHOBKA 3A1AY JOCJALKEHHS

1.1 AHaxi3 cTaHy TeXHOJIOTiH cuMyJIsAil 030po€HH y Bigeoirpax

CyyacHuil eram pPO3BUTKY IFPOBUX Ta CUMYJSIINHUX TEXHOJOTIH BUMAarae
MOCTITHOTO BIOCKOHAJICHHSI METOJIIB BIATBOPEHHS MEXaHIK 030pPOEHHS, 30KpeMa y
TpUBUMIpHOMY TpocTopl. TpaaumiiiHi TAXOAM A0 CHUMYJSIil 30poi, xoua W
3QJIMIIAIOTHCS] OCHOBOIO JIJIsI PO3pOOKM OaraThox 1rop 1 TpeHa)XepiB, 4acTO MArOTh
HU3BKUW PIBEHb PEATICTHYHOCTI, 00OMEXKEH1 (PI3MYHUMH MOJEIISIMUA Ta HEAOCTATHHOIO
IHTEPAKTUBHICTIO. Y IbOMY KOHTEKCTI, 3aCTOCYBAaHHSI CYYaCHUX ITPOBUX PYIIIiB,
takux sk Unreal Engine, 103BoJIsi€ 3HAaYHO MABUITUTH PIBEHB AeTami3arii # TOYHOCTI
CUMYJISILIIT 030pO€EHHS.

KmtouoBuM  (pakTOpoM  pO3BUTKY IMX  TEXHOJOTIM €  301IbIICHHS
OOUYHCIIIOBANIbHOI TMOTYXKHOCTI Ta BJIOCKOHAJICHHS TpadiyHUX MPOIECOPIB, IO
JI03BOJISIE CTBOPIOBATH peallicTU4H1 (i3U4HI MOJIe1 oBeAIHKU 030poeHHs. CydacHi
CUCTEMHU JIO03BOJISIIOTh BHUKOHYBATH BHCOKOTOYHI PO3PAXyHKHU TPAEKTOPIN KyIlb,
MOJIETIOBaTH Bijgady 30poi, 3HOC Ta IHIINI aCMEeKTH, M0 3a0e3NeuyroTh TIUOIIe
3aHYpEHHS TPaBIIIB y BipTyalbHE CEPEIOBUIIIE.

PeanicTUYHICTh TPUBUMIPHOT CUMYJISLII O30pOEHHS € BAaXJIMBUM ACIIEKTOM Yy
0aratbox rany3sx, TaKUX $K IrpoBa IHIYCTpisl, BIMNCHKOBI TPEHAKEPU Ta OCBITHI
cumysisiii. TouyHe BIATBOpPEHHS OaliCTUYHUX MapaMeTpiB, MOBEIIHKH 30poi Ta ii
(13MYHUX XApPAKTEPUCTUK [I03BOJISIE CTBOPIOBATU HE JIMIIE 3aXOIUJIMBUN 1TPOBHUIA
TOCBIJI, ajie¢ ¥ TPEHaXKepH JJIs BIJAMpAILFOBAaHHS HABHUYOK ITOBOJKEHHS 31 30pO€r0 y
npodeciiiHiii chepi.

OnmHi€l0 3 OCHOBHHMX TIepeBar BHUKOPUCTAaHHS CY4YacHHX TEXHOJIOTIH €
MOXJIUBICTh 1HTETparlli rpadiuaux iHTepdeiciB AJis HaJAMITyBaHHs 30pOi, aHAIIZY
TPAEKTOPINA KyJib, a TAKOXK Bi3yalli3allil BIUIMBY cepefoBuIlna Ha (i3uky o0'ekriB. Lle
3abe3neuye Kpally B3aEMOI0 KOPUCTYBadiB 13 CHCTEMOIO Ta PO3LIUPIOE

(GyHKIIOHATBHI MOKITUBOCTI CUMYJISITOPIB.
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Takoxx BaXJIMBOIO € ajganTallis MPOrpaMHOTO 3a0e3meueHHs i Pi3HI
w1aTGopMu, IO MO3BOJISIE 3pOOUTH CHMYJISIIIT JOCTYMHHUMH JUIsI IIUPOKOTO KOJia
KopucTyBauiB. Bukopucranus takux pyuriis, sik Unreal Engine, 3a0e3neuye BuCOKUii
PIBEHBb CYMICHOCTI Ta JI03BOJISIE CTBOPIOBATH OaratoruiatropmMHi pillieHHs], 1K1 MOXKYTh
OyTH 3aCTOCOBaHI B Pi3HUX KOHTEKCTAaX.

OTxe, aHami3 CTaHy TEXHOJOTIMH CUMyIsLii O30pOEHHS Yy TPUBUMIPHOMY
CepEeIOBUII MMIATBEP/KYE aKTYaIbHICTh PO3POOKH MPOrPaMHOTO 3a0€3IMEUCHHS, SKE
3a0e3medye BHCOKY TOYHICTh, PEATICTUYHICT, 1 B3aEMOJII0 KOpPUCTyBadya 3
BIpTyaJabHUM 030pO€HHSIM. PO3poOKa IHHOBAIIIMHUX MOYJIIB, TAKUX SIK MOJICTFOBAHHS
OaJliCTUKH, YIPaBIIIHHS 30pPO€I0 Ta THTEPAKTUBHI 1HTEPPEICH, € BAXKITUBUM KPOKOM Y

BJIOCKOHAJIEHH] ICHYIOUMX PIIIEHb Ta CTBOPEHHI HOBUX MiIXO/IB 10 CUMYJISLII.

1.2 IlopiBHAJILHUIA aHAJIi3 AaHAJIOTIB
[yTtepn € OIHMM 13 HAWMOMYJSIPHIIIKMX >KaHPIB y IrPOBIMA 1HAYCTPIi, IO
MOCTIMHO BJOCKOHATIOETHCS 3aBSKH PO3POOIIl HOBUX MEXAHIK, B3a€MOIT 13 30pO€r0
Ta CTBOPEHHSAM 3aXOIUIMBOrO IrpoBoro mpouecy. Po3poOka mnporpamMHOro
3a0e3nedeHHs] i1 [IyTepiB  3a0e3leuye  peajiCTUYHICTh ~ OOWOBUX i,
30a71aHCOBAHICTh 030pPOEHHS Ta MOMJIMBICTH IHTEPAKTHBHOI B3a€MOJIl TpaBIs 3
ITPOBUM CBITOM.
Jlo HalBIAOMIIINUX IIyTEPiB, SKI BUBHAYUIIM PO3BUTOK JKaHPY, HAJIEKaTh:
- Call of Duty - xynbTOBa cepist IIyTepiB, MO0 OXOIUTIOE Pi3HI ICTOPUYHI Ta
Cy4dacHi KOH(JIIKTH;
- Battlefield - rpa, sgKka  BigoMa CBOIMU MacIITaOHUMU
0araToOKOpUCTYBallbKIMH OUTBAMU Ta aKIIEHTOM Ha KOMaHIHY TPY;
- Counter-Strike: Global Offensive (CS:GO) - kiacuyHuii 1IyTep, SKHiA
3AJIMIIAETHCS OAHUM 13 HAWMOMYJISIPHIIIMX 3aBISKU CBOiM 3MaraibHIN
CTPYKTYDI,
- DOOM - nerennmapuuii mytep, SIKHH CTaB POJOHAYAILHUKOM JKaHPY U

3aJla€ TEMI AUHAMIYHOMY 1IPOBOMY MPOIECY;
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- Rainbow Six Siege — rtakTuuHmii myrtep, M0 NOeAHYe OOHOBI il 3
eJIEMEHTaMU CTPATETIYHOTO IJIaHyBaHHS Ta KOMaHIHO1 B3a€MOJIII.

OpHuM 13 IPUKIIAIIB peaii3amii peaTicTUYHOI B3a€MOJII TpaBLs 31 30pO€ro €

cepis irop Call of Duty (puc. 1.1) — momynsipHmii mrytep BiJ HepiIoi ocoow,

po3pobnenuii kommanismu Infinity Ward, Treyarch ta Sledgehammer Games. ['pa

3a0e3neyye BUCOKY JeTami3alliio 30poi, peamicTuuHy (i3uKy CTpiIbOM Ta aHiMarlii

nepe3apsiIku, 0 CTBOPIOE TITMOOKE 3aHYpEHHS B 00MOBHII MPOIIEC 1 IMiJIBUIILYE PIBEHb

ITPOBOTO pealizmy.

Pucynok 1.1 — Bup Bin nepmoi ocobu B Call of Duty

[Tpuknagom rpu, mo 3abe3nedye peasicTUIHy B3a€EMOJIi0 TpaBiis 31 30po€to, €
cepis Battlefield (puc. 1.2) — TakTuyHui mrytep BiJ Mepiioi ocoOu, po3poOJieHUi
cryaieto DICE ta Bunanuit komnaniero Electronic Arts. 3aBasiku npoayManiil $izuiii
030pO€EHHS, CUCTEMI pyHHYBaHHSI OTOYCHHS Ta MAaCIITAOHNUM 0araTOKOPUCTYBAIlbKUM
6osim, Battlefield ctBoproe rnmmubokuii irpoBUi AOCBIN, HAOIMKEHHM 10 pealbHUX

00HOBHUX yMOB.
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Pucynok 1.2 — Bun Bix nepmioi ocoou B Battlefield

e ogHUM MPUKITAIOM I'pH, IO 3a0e3Meuye peaiCTHYHy B3a€MO/III0 TPaBL 3i
30poeto, € Counter-Strike: Global Offensive (puc. 1.3) — momymnsipHUN TaKTUIHHMA
myTep Big mepiioi ocobu, po3pobienuit kommanisiMu Valve ta Hidden Path
Entertainment. I'pa Bii3HaYa€eThCS TOYHOIO MOMACIUIIO CTPLIBOU, YHIKAIBHUMU
XapaKTEePUCTHKAMH KOXKHOTO BUAY 30pOi Ta 3MarajbHUM irpOBHM IIPOIIECOM, IO

pOOUTH ii OFHIEIO 3 HAUMIOMYJISIPHIIINX KIOEPCTOPTUBHUX JUCIIUILIIH.

Right Alley

o

Pucynoxk 1.3 — Bun Big nepmioi ocoou B Counter-Strike: Global Offensive
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[Tpuxmnamom rpu, 10 NPOMOHY€E IHTEHCUBHUN OOMOBHUIl TOCBIJ Ta YHIKAJIbHY
cUCTeMy B3aeMO/i1 31 30poeto, € DOOM (puc. 1.4) — nerengapHuii uryTep Bija nepuioi
ocobu, ctBopeHuit crymiero id Software. ['pa BUPI3HAETBCS BHUCOKOI JHHAMIKOIO,
apKaJIHUM CTWJIEM BEJCHHS OO0 Ta IMMPOKUM BHUOOPOM O30pO€HHS, IO CHpPHSE

arpecCUBHOMY ITpOBOMY TIPOIIECY Ta Oe3mepepBHIN JUHAMIII CyTHYOK.

Pucynok 1.4 — Bun Bix nepioi ocoou B Doom

Rainbow Six Siege (puc. 1.5) — 1e TakTUYHUN ILIyTEp BiJ MEPIIOi 0coOw,
po3pobisiennii kommaniero Ubisoft. I'pa 3ocepemkena Ha KoMaHAHIA B3aeMOli Ta
TaKTUYHOMY TIJXOJ1 1O BeJeHHs 000, MPOTMOHYIOUM YHIKAJIBHHX OIEpaTopiB i3
pi3HUMHU 3II0HOCTAMHM Ta cremiamizamisiMua. *Rainbow Six Siege™ Bin3HavaeThes
PYWHOBAHUM OTOYEHHSIM, CTPATETIYHUM BUKOPHUCTAHHSAM YKPUTTIB 1 CIIEI[3ac001B, 10

CTBOPIOE TTTMOOKH IrpOBUH TIPOIIEC Ta 3a0e3Meuye BUCOKY peirpadenbHICTb.
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Pucynok 1.5 — Bun Big nepmioi ocoou B Rainbow Six Siege

Po3pobxa nporpaMHux 3aco01B JJi CUMYJIAILIT 030pO€HHS B IITyTep-irpax, TaKuX
gk Rainbow Six Siege, BuMarae mnoeaHaHHsS HaBUYOK Yy 3D-MojentoBaHHI,
nporpamMyBaHHI Ta JIu3aitHl iHTepdeiiciB. OCHOBHA 4YacTUHA PO3POOKU TMOJISIrae y
CTBOPEHHI CHCTEMH, siKa 3a0e3reuye peaicTUIHy OaTiCTHUKY, KepyBaHHS 30pO€r0 Ta
3py4HHil 1HTepdeic 11 TpaBLs.

Cumymsiis 0aiCTUKY BKJIIOYA€ CTBOPEHHS aJITOPUTMIB, 110 BPaXxOBYIOTh TaKi
dakTopH, SIK MBUAKICTH KYJI1, il HAMPSIMOK, TpaBiTaIliio Ta omip nosiTps. L{e Mmoxke OyTu
peanizoBaHo uyepe3 CTaHJapTHI KOMIIOHEHTH pyIiisl, Hanpukial, Projectile Movement
Component B Unreal Engine, abo 3a I0mMOMOTOI BJIACHUX aJTOPUTMIB IS
JETaJbHIIIOr0 KOHTPOJIIO.

KepyBanHs 30po€to BKiIIO4ae po3poOKy MEXaHIK JJisi MPUITUTFOBAHHS, Bijayi,
TEeMITy CTPLILOM Ta mepe3apsaku. OKpiM IIbOTO, BAXKIIUBUM € TOYHE BiIOOPa’KCHHS
KOYKHOTO BUy 30p01 y BUIJISA1 aHIMAI(I{ Ta IHTEPAKTUBHUX €JIEMEHTIB.

PesynbraTy mopiBHSHHS HaBeIeHO y Tabmwmi 1.1.

Ta6mui 1.1 — [TopiBHsUTPHA TAOIHIIS aHAJTIOTIB
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Counter-
) i ) Rock In
. Call of | Battlefiel |  Strike: Rainbow
Kpurepii DOOM o A Hard
Duty d Global Six Siege
_ Place
Offensive

MOXIHUBICTh
3MIHIOBAaTH + - - - - +
OTITUKY
Cumysiiis

- + - - - +
0aICTHKH
Bun Bin
CIIPaBXHbO1 - - - - - +
nepuioi ocoou
JlunamivHe
YIPaBIIHHS - - - - + +
MIePCOHAKEM
MOXIHUBICTH

- - - - + +
MPULITIOBAHHS
3araibpHa

' 20% 20% 0% 0% 40% 100%

OIlIHKA

BignoBigHo 10 Tabnuill MOPIBHSJIBHUX XapaKTEPUCTUK, PO3pOOKa BIIACHOTO

nryTepa € JOIIbHOI, OCKUIBKM BIH 3MOXKE€ YCYHYTH HEIIOJIKM ICHYIOUHX IrOop Ta

3aMpONOHYBAaTH  PO3LIMPEH]

MIEPCOHAXKEM 1 B3a€MOIIT 31 30pO€I0.

MOKJIUBOCTI

CUMYJISALIT

0aJICTUKH,

YOPABIIHHS

OTtxe, Peanizaiiisi Takux MeXaHiK CIIPUATUME CTBOPEHHIO OUIBIII PEaiCTUYHOTO

Ta 3aXOIUIMBOTO IrPOBOTO MPOLIECY, 1110 3pOOUTH TPy KOHKYPEHTOCITPOMOKHOIO CEpel

CyYaCHUX TaKTUYHUX ITyTEPiB.
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1.3 AnaJui3 MeToiB PO3B’I3aHHS 3a1a4i

Po3poOka HOBOro TaKTHYHOIO MIyTepa BUMAara€ KOMIUIEKCHOTO MiAXOAY A0
BUPIIICHHS 3aBJaHb, OB S3aHUX 13 CTBOPEHHSIM pPEANICTHYHOI OOMOBOI MEXaHIKH,
CUMYJISILIIEI0 OaTICTUKHU Ta IHTEPAKTUBHUM CEPEAOBHUINEM. ICHYIOTh Pi3HI MAXOAU J0
PO3pOOKH TMOIOHUX ITOp, KOXKEH 3 SIKHX Ma€ CBOI MepeBard Ta HEJIOJIKH. Y I[bOMY
PO3ALNII TpOaHaNi30BaHO HAWOLIbII €(EeKTUBHI METOJW CTBOPEHHS TAKUX ITPOBUX
CUCTEM.

OaHMM 13 KITIOYOBHX aCMEKTIB PO3POOKU € peanizallisi peaticCTUYHOI MEXaHIKU
pyXy Ta yIpaBJiHHS MepcoHaxkeM. [[Jsi IbOro MOKHAa BUKOPHUCTOBYBATH aHIMAIliiHI
CUCTEMH, 110 0a3ylThbCS Ha MPOIEAYpHIN TeHepalii pyxiB abo TeXHOJOrii motion
capture. BukopucranHsa motion capture 3a0e3nedye BUCOKY TOYHICTh B1IOOpaKEHHS
aHIMalIMHUX PYXiB, aje MOTpedy€e 3HAYHUX PECYpPCiB Ta CHEIIaIbHOTO 00JIaTHAHHS.
[IpouieypHa reHepaiiis, HaBIaku, 103BOJISIE JMHAMIYHO aJaNTyBaTH PyXH MEPCOHAXKA
710 ITPOBOT0 CEPEIOBHUIIIA, TPOTE MOXKE MOCTYIATHUCS B JeTali3allii.

[HImIMH BaXIWMBHIM acleKT — CHUMYJIALIS OalmicTHKU. TpaauiiiiHi CHUCTEeMHU
BUKOPUCTOBYIOTb CIPOIIEHY MOJIENb CTPLIIbOU, 10 0a3y€eThCs HA BIyYaHHI B XUTOOKCH
06e3 ypaxyBanHs (i3uyHuX (dakTopiB. biabIm peamicTHuHUN TAXiA Tependavae
PO3pPaxXyHOK TPAEKTOPii Kyib 13 BpaxXyBaHHSM CHUJIM TSKIHHSA, OMOPY TOBITPS Ta
npoOuBHOI 371aTHOCTI. Hanpukmnan, meroau (i3MYHOr0 MOJETIOBaHHS JO3BOJISIOTH
CTBOPHUTH OUIBII MPaBAOMOMIOHUN TOCBIJ CTPUILOU, MPOTE iX peasizallisi BUMAarae
3HaYHUX OOUYUCITIOBATLHUX PECYpCiB.

Takox BapTO PO3MISIHYTH MOXJIMBICTh 3MIHM ONTHUKHU Ta HaJAIITyBaHb 30poi.
JIist 11bOTO  MOXYTh OyTH BHUKOPUCTaHI MOJIYJIbHI CHCTEMH KacTomizarlii, 1o
J03BOJISIIOTh TPABISIM HAJIAIITOBYBATH TPHIUIM, TIIYIIHHKA, PYKOSATKH Ta 1HIII
eneMeHTu 30poi. Lle 30inblIye TakTUYHY BapiaTUBHICTh 1 Ja€ 3MOTY TIpaBLsM
[11aIITOBYBATH 30POI0 Mijl BIACHUN CTUJIb TPH.

[licns aHamizy mepeBar 1 HEIOMIKIB KOXXHOTO MiAXOAY OYJIO BHUPIIIECHO
BUKOPHUCTATH KOMOTHOBaHUI METO/I: BIPOBAKEHHS MPOLICTyPHOI TeHepartii aHiMaIlin
y MO€JIHaHHI 3 TEXHOJIOTISIMM motion capture, peanizailito peasicTUIHO1 OaliCTUKU 3

ypaxyBaHHSM (I3MUHUX TApaMeTPiB Ta PO3POOKY THYYKOI CHUCTEMHU KacToMizarlii
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30poi. Ile 3abe3meunTh BUCOKY SIKICTh ITPOBOTO IMPOLIECY Ta CTBOPUTH YHIKAJIbHY

w1aTGpopMy 3 HIMPOKUMH MOKIMBOCTSIMU JJIs TPABILB.

1.4 IlocTanoBka 3axay4
[IpoanamizyBaBIy repeBaru Ta HEJAOJMIKH ICHYIOUUX TaKTUIHUX IIIyTEpiB, OyJI0

BU3HAYCHO HACTYITHI 3aBIaHHS, K1 HEOOX1THO BUKOHATH JJIs yCITIIITHOT pO3POOKH T'PH:

- PO3pOOUTH AITOPUTM CTPLILOH;

- pO3pOOUTH AITOPUTMU OOUYHMCIICHHS OATICTUKHU KYJIb;

- PO3pOOUTH MOJYJb YIIPABIiHHS IEPCOHAKEM;

- pO3pOOUTH MOJYJb YIIPaBIiHHS 30PO€IO;

- peani3yBaTu IPOrPAMHHM MPOAYKT;

- TIPOBECTH TECTYBAHHS pO3pO0JIEHOI BIACOTPH 3T1THO OCTABJICHHUX 3a]1ay.

1.5 BucHoBknu

VY nepumomMy po3auti 0yJio po3riasHyTO CTaH PO3BUTKY TAKTUYHHUX LIYTEPIB Ta iX
KITF0UOB1 ocoOnuBocTi. bynu nmpoanamnizoBani Taki irpy, sik Call of Duty, Battlefield,
Counter-Strike: Global Offensive, DOOM Tta Rainbow Six Siege. KoxkHa 3 HUX Mae
BJIACH1 YHIKaJbHI MEXaHIKM, [0 BU3HAYAIOTH ii MICIIE HA PUHKY Ta CEpeJl IPaBIIIB.

[IpoananizyBaBIM TepeBard Ta HEAOTIKM IUX 1rop, Oyno chopMyiabOBaHO
KITIFOYOBI1 3aBJIaHHs JUIS MOJANBIIOI pO3pOOKH BIACHOTO TAaKTUYHOTO mnyTepa. JJo Hux
HaJieXKaThb PO3pOOKAa peajiCTUYHOI  OaJICTUKHM, BIPOBA/PKEHHS JIUHAMIYHOTO
KEpYBaHHsI NEPCOHAXKEM, MOXJIMBICTh 3MIHIOBATH ONTHKY Ta BIUIMUB OTOYEHHS Ha
irpoBuid mpouec. TakuM 4yuHOM, OyJIO JOBEIECHO NOLIIBHICTh CTBOPEHHS BJIACHOIO
ITpOBOTO pillieHHS, sike OyJie TOE€MHYBAaTH CUJIBbHI CTOPOHU ICHYIOUHX TPOEKTIB Ta
IPOIOHYBATH YHIKaJbHI redMIIIeiiH MoxnBocTi. Ha ocHOB1 oTpuMaHnoi iH(popmartii

0yJsi0 chopMOBaHO Tepeik 3a1a4, HEOOX1THUX JJIsl PO3POOKH TPH.
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2 PO3POBKA CTPYKTYPHU, METOLAY, MOJAEJII TA AJITOPUTMIB
POBOTH ITPOT'PAMHOI'O ITPOAYKTY

2.1 AHaJi3 BXiIHMX JaHUX CUCTEMH

st po3pooku mrytep-rpu "Rock In A Hard Place: Lonesome Road" Oyne
Bukopuctanuit pyuiit Unreal Engine 5 y noegnanui 3 MoBOIO niporpamyBaHHs C++.
Unreal Engine 5 — me cydacHWid i MOTY)XHUH IirpOBHN PYIIii, SKANA TIATPUMYE
PO3pOOKY 1rop 3 BUCOKUM PiBHEM JieTali3allli 3aBasku TexHojorisaM Nanite, Lumen Ta
IHITMM 1HHOBAIIISIM, 3a0€3MeUyIour pealiCTUUHy rpadiky i JUHAMIYHE OCBITJICHHS.
C++ — 1e BHCOKONPOAYKTHBHA 00'€KTHO-OpPIEHTOBaHA MOBa IMPOTPaMyBaHHS, sKa
IMIUPOKO BUKOPUCTOBYETHCS JIIsl CTBOPEHHS 1TOP 3aBISKH MPSIMOMY KOHTPOJIO Haj
nam'sTTi0 Ta BUcOkiM mBuakoaii. Unreal Engine 5 Hamae MOXIUBICTH TIMOOKOT
iHTerpanii C++ s CTBOpPEHHS CKJIAAHUX ITPOBUX MEXAHIK, CHCTEM IITYYHOIO
IHTEJIEKTY Ta ONTUMI3aIli MpoayKTuBHOCTI. [Toennanns moxxauBocteit Unreal Engine
5 1 motyxHocTi C++ 103BOJUTH CTBOPUTH LIYTEP-TPY 3 BUCOKOIO SIKICTIO Tpadikw,
peaiCTUYHOI0 (DI3MKOI0 Ta 3aXOIUIMBOIO ITPOBOID MEXaHIKOI0, IO BIAMOBIIAE
Cy4aCHHUM BHMOTaM 1HIYCTIi.

Po3pobka mytepa "Rock In A Hard Place: Lonesome Road" nepenbauae
CTBOPECHHSI KUIBKOX KIIOUOBUX MoaymiB. Ilepmmm Oyae Momaynb yHpaBiaiHHSA
MEPCOHAXKEM, SKHMM BIANOBIIaTUME 3a OOpOOKY BBEACHHS KOpUCTyBaya Ta
NEepPEeTBOPEHHs Horo B fii B irpoBoMy cBITI. Lleil Moaynb peanizoByBaTUME pyXH
NEPCOHaXKa, CTPUOKH, YXUIICHHS Ta B3a€EMOJIIIO 3 OTOYEHHAM, 3a0€3Meuyloun 3pydHe
Ta 4YiTKEe KEPyBaHHS 3a JONMOMOIOK0 KiaBiaTypu, MuIni abo reimmana. Jlam Oyne
pOo3po0IeHUI MOTYIh 30pOi, KU BIAMOBIJaTUME 32 CTBOPEHHS CUCTEMH CTPLILOH,
NepeMUKaHHS MDK PI3HUMH BUJIaMH 30poi, mepe3apsaky, a TaKoX peasizalliio
¢13MuHMUX Ta Bi3yallbHUX e(dekTiB moctpidy. Lleit Moaynb 3a0e3neunTh peasicCTUUHY
MOBEIHKY 30poi Ta INIMOOKY B3a€EMOJIiIO 31 CBITOM TPH.

Po3poOka MoaysiB ympaBiiHHS MEPCOHAXKEM Ta CHCTEMH 30poi moTpedye
IMOOKOTO PO3yMiHHS TPUBUMIPHOI B3a€MOI1, (DI3UKU BIPTYaJIbHOTO CEPEIOBHINA T
nporpamyBanHs Ha C++ B koHTekcTi Unreal Engine 5. [{ns peanizamii nux MoayiB

OyIyTh BUKOPHUCTaHI PI3HOMAHITHI IHCTPYMEHTH Ta MOKIMBOCTI pyLIis, 30KpemMa
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cuctemu Blueprints ans mBuakoro mnpoTtoTumyBaHHA, Animation Blueprint mms
HaJAIITyBaHHS PYXIB MEepCcOHaXxa, a Takox Moyl Chaos Physics st peagicTu4HOi
00poOKku (i3uKK CTpiIbOM Ta 3iTKHEHb. P03po0ieHi Moayml MpOWIyTh €Tamu
TEeCTyBaHHS Ha KOPEKTHICTb POOOTH, MMPOJAYKTUBHICTh Ta 1HTETpaIliio 31 CKJIaJIOBUMHU
Tpu.

OTxe, CTBOpEHHS MOJyJiB ympaBiiHHs Ta 30poi ansa rpu "Rock In A Hard
Place: Lonesome Road" € koMIieKCHMM 3aBlIaHHSM, SIKE€ BHMarae JIeTajibHOTrO
MPOEKTYBAHHS, pealizallii Ta mepeBipku. Marouu y CBOEMY pO3MOPAIKEHHI TOTYKHUN
pyuii Unreal Engine 5, moxxiauBocTi MmoBu C++ Ta cydacHl IHCTPYMEHTU PO3POOKH,
MOKHa CTBOPUTU CTaOUIbHY, 3aXOIUIIOIOYY Ta TEXHIYHO JOCKOHAIy TIpy, sKa
BIJINOBIJIATUME OYIKYBaHHSIM KOPHUCTYBayiB Ta CyYaCHHM CTaHAapTaMm 1HIYCTpIi

IHTEPaKTUBHUX PO3Bar.

2.2 Po3po0Oka inTepgeiicy nporpaMmHoro 101aTKy

[Ipu po3poOiii inTepdeiicy rpu 0ysio 00paHo NUILX MIHIMATICTUYHOTO JU3aiHY,
3 aKIIEHTOM Ha €()EKTHBHICTb 1 3pYUYHICTh KOPUCTYBAaHHS, 00 HE MEPEBAHTAXKYBATU
rpaBls 3aMBUMH eJIeMeHTaMu. [1es mossrana B ToMy, mo0 iHTepdeiic He BiABOIIKAB
BiJl OCHOBHOT'O IrpPOBOT0O MPOIIECY, a MATPUMYBAB HOro, 3a0e3neuyoun MaKCUMaIbHY
KOHIICHTpAIli}0 Ha 111 Ta HABKOJIUIIIHHOMY CBITI TpH.

OCHOBHUM €JIEMEHTOM JU3aiiHy cTajla HeWTpajibHa KOJHOpOBA MaJliTpa, SKa
BKJIFOYA€ BIATIHKU CIporo, 0i10ro ta 4opHoro. Lli KonbOpu HE TUIBKU CTBOPIOIOTH
cTpuMaHy atMocdepy, ajie W CHOpUsioTh OUTbII KOM(OPTHOMY CHPUHHSATTIO
BI3yaJIbHUX €JIEMEHTIB mijg 4ac HamnpyxeHux O00iB. Cipi BIITIHKH J103BOJISIIOThH
BI3yaJIbHO «TIOTJIMHYTHU» €JIEMEHTH 1HTepdeicy, podisun iX MEHII arpeCUBHUMHU, 110
7I03BOJISIE 30€epiraTd yBary TpaBIli HA OCHOBHMX MOJISIX TPH, a HE Ha JOJIaTKOBHX
BiKHax a0o 1HJAMKATOpax.

YopHuii KoOJIip BUKOPHCTOBYETHCS MJISI aKIEHTYBAaHHS BaXXJIMBUX CJICMCHTIB,
TaKHX SK 1HIUKATOPH 370pOB’ s, O0EKOMIUIICKTY UM 1111, a OUTHI T01a€ KOHTPACTY ISt
BOKJIMBUX MIJKA30K 1 TEKCTOBUX IMOBIIOMJICHb. 3aBISKU IIbOMY OasiaHci, iHTepdeiic

BUTJISIIA€ OPTAaHIYHO Ta HE IPUBEPTAE 3aiBY yBary, 3aJIMIIAI04H IPaBIlsL B CBITI TPH.
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Jlnis 306epexeHHs 3pyYHOCTI Ta (PYHKIIOHANIBHOCTI MiJ Yac 1HTEHCUBHUX OOiB
OyJI0 BMOPOBAKCHO JUHAMIYHI e€JIeMEHTH 1HTepdeiicy, sSki MIHIMAJIICTHUYHO
CIUIMBAIOTh JIMIIE B MOTPIOHMHA MOMEHT, HANpPUKIAJ, MiJl Yac Mepe3apsiKud Yu
B3aeMOi1 31 30poeto. Lle mo3Bosisie 30epiratu iHTEpEHC YUCTUM, HE BTpadyarouu MpH
IbOMY BXJIMBY iH(MOpMAIliI0 I TpaBid. TakoX Bi3yadbHI IMiJKa3KH, SK-OT
Mi7CBIYYBaHHA IPeaMETIB a00 aHIMaIlli, BKa3yIOTh HAa MOXKIIUBICT B3a€MO/I11, KOJIH 11€
HEO0OX1/THO, HE MOPYIIYIOUH 3arajibHy aTMochepy Ipu.

[e#t miaxin mo3Bojisie iHTEp(deicy OyTH abCONMIOTHO HEMOMITHUM Y MOMEHTH
BHUCOKOI HAmNpyrd, HaJar4u Juiie Ty iHdopmallio, sika MoTpiOHA TrpaBIEBI IS
OPUUHATTS ONepaTUBHUX pimieHb. OHAK y CHOKIMHIIIMX MOMEHTAaX T'paBellb 3aBXK/IU
Ma€ JIOCTyNn 10 BCIX HEOOXITHUX AaHuXx st koMm@opTHoi Tpu. lle cTBOproe
JTUHAMIYHUY 1 aJaniTUBHUM 1HTEepdenc, SSKU TUIaTOBYETHCS M1/l TOTPeOu rpaBlis,
30epiratouu Oaanc Mixk 1HPOPMATUBHICTIO Ta 3py4HIcTIO.[IprKIIag ro10BHOrO MEHIO

300pa’keHO Ha PUCYHKY 2.1.

Benchmark

Settings

Pucynok 2.1 — T'osioBHE MEHIO

VY ronoBHOMY MEHIO TP JIOCTYIHI KiJIbKa OCHOBHUX OIIIIIM JIJISl TPABIIS:



19

1. Begin Game — po3mnouyuHae rpy, iHIiMiIOIYH 3aMyCK OCHOBHOTO irpOBOTO
IpoLECy.

2. Benchmark — 3amyckae TecTyBaHHs TpH, JIO3BOJSIOYM  OLIHUTH
MPOJYKTUBHICTh Ta ONTUMI3AIlII0 HAa PI3HUX HAJAIITyBaHHSIX.

3. Settings — BifKpUBaEe MEHIO HAJIAIITYBaHb, JI¢ TPABEIlb MOKE HAJAIITYBATH

napaMmeTpu rpadiku, 3ByKy Ta 1HII (YHKIIT TpH 1151 KOMPOPTHOI TpH.

4. QUit — BUXOAMTH 3 TPH, 3aBEPIIYIOYH TOTOUHY CECIIO.

i ¢pynkuii 3a0e3meuyroTh 3pyYHHI TOCTYI 10 OCHOBHUX MOXJIMBOCTEH IpH Ta
JO03BOJISIFOTh KOPUCTYBauy IIBHIKO HANAIITYBAaTH IOCBiJ T'PU BIAMOBIIHO 10 CBOIX
yno00aHb.

Ockinbky Tpa Tependadae aKTUBHY B3aEMOJIIIO 31 30pO€r0, M1 TOJICTIICHHS
LBOTO IpoLecy OyJM CTBOPEHI CIELialibHI BI3yallbHI €JIEMEHTH, SIKI 1H()OPMYIOThH
TPaBIlI PO MOXKIIUBICTh B3aeMo/Iii. [li e1eMeHTH BKIIFOYAOTh 1HAUKAIIIIO TOCTYITHUX
MIPEAMETIB JJIs B3a€EMOIi1, TaKi sIK MiACBIYyBaHHS YH aHIMAIIii, 1[0 BKa3yIOTh Ha MICII,
Jie TpaBellb MOKE MIAHATU 30pOr0 4K 3MIHUTHU 1i. BizyasibHl miAKa3Ku JO3BOJISAIOTH
IpaBIEBI IIBHJKO 30pI€EHTYyBaTHUCA B iHTepdeici 1 HE BHTpadyaTH dYac Ha TOIIYK
BOKJIMBUX O0'€KTIB y JWHAMIYHOMY IrpoBoMy cepenoBuili. Ha pucynky 2.2
300paXk€HO MpEeAMET 0 HABEIECHHS Ha HbOTO Kypcopy, Ha PUCYHKY 2.3 300paxeHo

MpeIMeT Miclisg HaBEJCHHsI Ha HhOTO KypCOpy.

Pucynok 2.2 — IIpenMeT 10 HaBEIEHHSI HA HbOTO
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| T

Pucynok 2.3 — IIpeamer micist HaBeAE€HHS HA HOTO

Po3pobka rpadiunoro iHTepdeiicy rpu Oyna nposeneHa y cepenonuiill Unreal
Engine 5 i3 BukopuctanHsM TexHousorii Blueprints ayisi cTBopeHHsi iHTepdeiicy.
Blueprints € Bizyanbaum ckpuntoBuM iHcTpymMeHToM Unreal Engine, 1o mgo3Bosisie
e(eKTUBHO CTBOpIOBATH 1HTEpPeiick 63 HeoOX1THOCTI HAMMMCAHHS BEIUKOT KITBKOCTI
konay. Lle 703BoJI€ MBUAKO MPOTOTUITYBATH 1 HAJIAILITOBYBATH €JIEMEHTH 1HTEpQENCY,
Taki SK KHONKW, MaHeNl 370pOB’S, IHAWKATOPH OOEMPHUTACIB Ta 1HII BaKIUBI
eJeMEeHTH. 3aBASKHA TaKOMY MIIXO0Y BAAJIOC 3a0€3MeUnUTH 1HTYITHBHO 3p03yMUIUH 1
3py4HHI 1HTEpPeiic, sIKUil 1HTErpyeThesi 0€3M0CepeIHhO 3 ITPOBOKD MEXAHIKOK Ta

JI03BOJISIE TPABIEB1 0€3 3aiiBUX 3yCHJIb B3a€EMOJISTH 3 €JIeMEHTaMH TPH.

2.3 Po3poOka moaesti cucremMu
J1y1st Kpamioro po3yMiHHS JIOTIKK (DYyHKITIOHYBaHHSI ITPOBOT MEXaHIKA B3a€EMOJIT
31 30po€r0 B MeXKax pO3pOOJICHOTO MPOEKTY Oyi0 MPUHUHATO PIMICHHS CTBOPUTU
Mozenb pobotu cuctemu y Buriisini UML-naiarpamu aistibHOCTI (puc. 2.8). e miaxifg
JI03BOJISIE HAOYHO MPOJAEMOHCTPYBAaTH €Tald B3a€MOJii KOpPHUCTyBada 3 CHUCTEMOIO,
BHYTPIILIHIO JIOTIKY OOpOOKH i, a TAKOX MOCIII0BHICTh MO/, 1110 BiIOYyBalOTHCS B

Ipi IPU BUKOPUCTAHH1 30pOi.
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3rifHO 3 MPEACTABIEHOIO larpaMol0, MOYAaTKOBA B3a€EMOIS MOYMHAETHCS 3
HATUCKAHHS KHOTIKU BUOOPY cioTy 30poi. Cuctema nepeBipsi€, Ui € JOCTyITHA 30posi B
obpanomy cnoTi. Skmo 30pos TPHUCYTHS, BOHA AaBTOMATHYHO EKIMIPYEThCS
NepcoHa)xeM, IO BioOpakaeTbes K y (PYHKIIOHAIPHOMY, TaK 1 Y Bi3yaJbHOMY
acrmeKTax rpy (HampHKIaa, MOACIb 30p0i 3’ IBIIIETHCSA B PyKax MEPCOHAXKA).

[Ticnst ycmimHOro ekimipyBaHHS KOPUCTYBad OTPUMY€E MOKIIMBICTh HATUCHYTH
KHOIIKY TOCTpuTy. Y IIel MOMEHT CHCTeMa IepeBipsie HasBHICTh HA0OIB y MarasuHi.
Sxmo Goempuriacu €, aKTUBYETHCS TPOIEC CTBOPEHHS IMOCTPUTY: BiATBOPIOIOTHCS
Bi3yalibHI eeKTu (cmanax, TuM, MyKa Bijjiadi), 3ByKOB1 e(eKTH (3BYK MOCTPLIY), a
TaKOX 1HIIIIOEThCS 3aMycK (i3uuHOl Kyl abo Tpacepa. L1 enemMeHTH MarOTh BIacHY
$13UKy pyxy, fKa peaji3oBaHa 4yepe3 creriani3oBaHl KoMmroHeHTH pyuwis Unreal
Engine, 30xpema Projectile Movement Component.

Komu kyns abo Tpacep pyXaeTbCs B MPOCTOPl T'PH, CUCTEMA BIACTEKYE
HAsBHICTh MEPEUIKOA. Y pasi 31TKHEHHS BIIOYBAETHCS BUKIUK CHEL1aJbHOTO METOLY
00poOKM MomnaaHHs, SKUM aHaTI3ye KUJIbKa MapaMeTpiB: THII 1 HIUIBHICTh MaTepiamy,
KYT MOIaJJaHHs, TOYaTKOBY IIBHJKICTh KYJII Ta 1HIII. 3aJ€KHO BIJ LIMX JaHUX CHCTEMa
npuiiMae pIilieHHsT PO MOAANBIIY IMOBEIIHKY KyJi: BOHA MOXE PHUKOIICTUTU BiJl
MOBEPXHI (3MiHA HaIpsIMy TMOJBOTY Ta 3HUKEHHS WIBUAKOCTI), MPOOUTH OO’ €KT
HacKpi3b (13 MOKJIMBICTIO BPa)XEHHsI HACTYMHOI 1UJI1) a00 3YNMUHUTHUCS, HAHOCSYU
KOy 00'€KTY

KoxeH 13 pe3ynbTariB 00pOOKH CyNpOBOIKYETHCSA BIMOBIIHUMU €(EeKTaMu:
HATNPUKJIa, MPY BJIYYaHHI — ICKpHU, IJISIMUA KPOBI, YaCTKH yJIAMKiB, 3BYKOBI €(eKTU
ypaxkeHHs, BiOpamii Tomo. Lle cnpusie rnubmioMy 3aHYpeHHIO TpaBis y Tpy Ta
3a0e3neuye BITUYTTS peaitizMy.

3 MeTow Kpaimioi Bi3yamizamii Ta pO3yMiHHS BHYTPIIIHBOI JIOTIKA MOIYJIS
B3a€MOJI1 31 30po€to, Alarpama AisUTbHOCTI CUCTeMHU OyJia HaBe[eHa Ha PUCYHKY 2.3,
M0 JO03BOJISIE MPEACTAaBUTH PpOOOTY KIIIOYOBUX (PYHKIIOHAIBHUX OJIOKIB Y
cTpyktypoBaHiii ¢dopmi. Takuit miaxin crpusie edeKTHBHOMY IUIaHYBaHHIO,

TECTYBAHHIO Ta MOJAIBIINA MOJEPHI3aIlii CUCTEMH.
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Hiarpamy Oyino po3po0iieHo y Be6-3acTocyHKy Drawio.
2.4 Po3poOka aaropuTMmiB pod0TH CHCTEMHU

Jiis peanizamii True First Person rpu Rock In A Hard Place: Lonesome Road
Oyno copMOBaHO 3arajbHUN AJITOPUTM, SIKHA BH3HAYA€E JIOTIKY POOOTH OCHOBHOI
OoitoBoi MexaHiku. Llel airopuT™m BKJIIOYa€e B ceOe yCl KIFOYOBI €Talu B3a€MOJIi
rpaBid 31 30pO€I0 Ta MPOLIECOM MOCTPLTY, TOYMHAIOYH BiJl €KIMipyBaHHA 10 00pOOKH
pe3yibTaTiB TOmMamaHHs KyJi. JleTambHUI OMUC aJrOPUTMY JIO3BOJISE YITKO
CTPYKTYpYyBaTH JIOTIKYy TpH Ta 3a0€3MEUHUTH Y3TOKEHY B3aEMOJII0 MK PI3HUMH
MOJTYJISIMU CUCTEMH (JIUB. PUCYHOK 2.4).

Ha mepmioMy erami rpaBelb 3a JIOMOMOTOK MOJAYJS €KiMipyBaHHsS oOOupae
aKTUBHUI CJIOT, y SIKOMY 3HaxoJIuTbca 30pos. Cucrema mnepeBipsie HasBHICTb
JOCTYIHO1 30poi y BUOpaHOMY CJIOTI, MICs YOro BiAOyBaeThes il eximipyBaHHA. Lle
3a0e3mneuye TOTOBHICTh MEPCOHAXKA JI0 BEICHHS BOTHIO.

Komu rpaBenp HaTHCKa€e KHOMKY MOCTPLUTY, BIIOYBA€ETHCS BUKIMK MOAYJIS 30poi,
KWW BIJIMOBIJIA€ 32 JIOTIKY BUKOPUCTAHHS KOHKPETHOTO BUIY 030pO€HHS. Y meplry
4epry MoayJib IepeBips€ KUIbKICTh Ha00iB y marasuHi. ko OoenpuriaciB HeMae,
IpaBLO BUBOJAUTHCS BIAMOBIIHE MOBIIOMJICHHS (HAMpPUKIIA, 3BYKOBUN CUTHaAI abo
TEKCTOBE TOBIJIOMJICHHSI MPO BIJACYTHICTh HA0OIB), 1 BUKOHAHHS MOMAIBIIUX Jii
MIPUTTHHSAETHCS.

Ski1o )k HaOO1 HasiBHI, CUCTEMA 3MEHIITY€ iX KIJTbKICTh Ha OJIMHUIIO Ta THILIIOE
CTBOPEHHSI 00’ €KTa Ky, SIKUW TIepenaeTbes 10 MOy KyJi. [leit momynb BignoBigae
3a (P13UYHY CUMYJIAIIIIO MOJBOTY KYJII Ta 1i B3aEMOJIIIO 3 I'POBUM CBITOM. TpaekTopis
KyJli OOYMCIIIOETBCS 3 ypaxyBaHHSIM mapaMetpiB moctpiny. Came depe3 True First
Person ky:s BuitiTae came 3i CTBOJTY 30poi, HaBiIMiHY BiJ] OUTBIIIOCTI iIrop B SIKMX BOHA
CTBOPIOETHCS YCEPEIUHI BIPTYyaJIbHOI KaMEpH, Ta BUCTPLI 31 30pOi € JInIlIe Bi3yaJTbHUM
edexToM.

[Ticnst 3amycKy KyJi cuUCTeMa MOCTIMHO BIACIIIKOBYE 1i MEpEeMIlIeHHS Ta
BU3HAYA€ MOXJIUBICTh 3ITKHEHHS 3 00’€KTaMM HaBKOJIMIIHBOTO CEpeioBHINA abo
cynpotuBHUKamMu. OOpoOKa 31TKHEHHs BiIOYBA€ThCsS B 3aJIEKHOCTI BIJl THILY KYIIi,

MmaTepiany 00’ €KTa, KyTa BIyUYEHHS Ta HassBHOCTI OpOHI.
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2.5 BucHoBKH
Y apyromy posnuii OyJio PpO3TJISHYTO TIPOILIEC CTBOPEHHS TpadidHoro
iHTepdeiicy kopuctyBaua nis mryrep-rpu *Rock In A Hard Place: Lonesome Road*.
Taxosx O0y710 po3p0o0JICHO 3aralIbHU AITOPUTM POOOTH MPOTPAMHOTO 3aCTOCYHKY, IO
OTIHCY€E B3AEMO/III0 MIXK MOJTYJISIMU €KiMipyBaHHsI, 30poi Ta Kyl mij yac 00MOBUX MiH.
OxpeMy yBary OyJI0 TPHAUICHO MOAYJIO KyJii, B SIKOMY pe€aji30BaHO OOYMCIICHHS
TPa€eKTOPIi MONBOTY, JIOTIKY B3a€MOJIli 3 00’€KTaMH OTOYEHHS, a TaKOXX OOpOOKY

31ITKHEHb 1 HAHECCHHS YIITKOKCHb
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3 PO3POBKA NTPOI'PAMHOI'O 3ABE3IIEYEHHA

3.1 BapianTHuii aHaii3 i o0rpyHTYBaHHsI BUOOPY 3ac00iB JJ1s peaJizauii
NPOrpamMHoOro 3ade3neyeHHst

st po3po6ku mrytep-rpu Rock In A Hard Place: Lonesome Road 6yi0 o6pano
HU3KY CYYaCHHMX TEXHOJIOTIH, 1[0 3a0e3neuyyioTh e(EeKTUBHY peati3aliio irpoBoi
MEXaHIKH, BUCOKHI piBEHB Bi3yallizallii Ta 3py4HICTh PO3POOKH.

Unreal Engine 5 6ys10 06paHo sIKk OCHOBHE CEpeIOBHUIIE PO3POOKH 3aBISKH HOTO
MOTY>)KHOMY  PYIIilO, SKHH HaJa€e IIUPOKI MOMIJIMBOCTI JJisl  CTBOPEHHS
doTopeanicTuuHOi rpadiku, poooTH 3 (P13UKOI0, aHIMAI[ISIMU Ta IITYYHUM 1HTEJIEKTOM.
Unreal Engine 5 3a0e3mnedye THYYKYy apXiT€KTypy, IO J03BOJISIE €()EKTUBHO
peanizoByBaTW CKJIaJHI MEXaHIKM CTpUIbOM, YIpPaBIiHHA NEPCOHAXKEM Ta
IHTEPaKTUBHY B3a€EMO/III0 3 HABKOJUIIIHIM CEPEIOBHUIIIEM.

VY nmopiBHSHHI 3 IHIIMMH py1IisMu, TakuMu sk Godot uu Unity, Unreal Engine 5
Ma€ 3HayHy IepeBary B IUIaHl rpadiyHOi MOTY>KHOCTI Ta TOTOBUX 1HCTPYMEHTIB JJIs
CTBOpPEHHS BHUCOKOsiKiCHOToO 3D-koHTeHTy. Hanmpukian, Unity 6inbIie miaxoauTh JJIs
MOOUTbHMX Ta 2D-1rop, Toai sik Godot opieHTOBaHUHM HA 1H/I-TTPOEKTH 3 OOMEKEHUM
010/KETOM 1 Ma€e MeHIIe BOyJoBaHUX pitieHb aJisi ckinannoi 3D-¢di3uku. Unreal Engine
TakoX Mae miATpuMKy Nanite 1 Lumen — TEXHOJOTM, MO AO03BOJSIOTH JTOCATTH
BHUCOKOTO PIBHS JIeTali3allli Ta peagiCTUYHOTIO OCBITJIEHHS 0€3 3HAaYHOIO 3HIKCHHS
IPOTyKTUBHOCTI.

Moga nporpamyBannst C++ Oyna oOpaHa sik OCHOBHA JJisl HAlTMCAHHS 1TPOBOL
JIOTIKH, OCKUIbKM BoHa € pimHoto naisi Unreal Engine 1 mo3Bosisie oTpumatu
MaKCHUMaJIbHY NPOAYKTUBHICTbh Ta KOHTPOJIb HaJ BUKOHAHHSAM KOJIy. Y MOPIBHSHHI 3
C# (sxuil BukopucroByerbest y Unity), C++ Bumarae Ounibllie yBaru 10 ymnpaBiliHHS
nam’sITTIO, ajieé BOJHOYac 3abe3rnedye BHILY THYUYKICTh 1 Kpally ONTHUMI3alii0 Ha

HU3BKOMY PIBHI, IO KPUTHYHO BaXJIMBO IS peatizallii CKJIaJHUX IIyTep-MEXaHIK.

Visual Studio Buctymae sk iHTerpoBane cepenoBuiiie po3pobOku (IDE), mro

3abes3neuye 3pydHe nporpamyBaHHs Ha C++ y moemnanHi 3 Unreal Engine. V
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nopiBHsiHHI 3 iHmUMH IDE, takumu sik Rider a6o Code::Blocks, Visual Studio
nporonye HaiWkpanyy iHTerpamito 3 Unreal Engine, Mae MNOTyXHYy cHCTEMY
aBTOJOINOBHEHHS,  PO3BHHEHWUH  HAJaro[pkyBad 1  IHCTPYMEHTH  aHAII3y
MPOYKTUBHOCTI, 1110 3HAYHO CHPOIIYIOTh pO3POOKY BEJIIUKUX MPOEKTIB.

Jlnia peamizanii ¢i3uku Kyl Ta ii pyxy Oyno oOpaHo cTaHAapTHUM KOMIOHEHT
Unreal Engine — Projectile Movement Component. Ileii kOMITOHEHT 3a0e3medye
MOBHICTIO 1HTETPOBaHY CHCTEMY JIJII MOJCIIOBAHHS PYXy CHapsAiB 13 MATPUMKOIO
rpaBiTallii, Ommopy MOBITPS Ta 31TKHEHb 3 00 €KTaMU CEepe/oBHINA. Y TOPIBHAHHI 3
pyuHoro peamzamiero ¢izuku depe3d Tick-pyHkiii uM KacTOMHI KOMIIOHEHTH,
BukopuctanHsa Projectile Movement Component 3HaYHO CIpPOIIY€E PO3POOKY
MOBEIIHKH KyJjl, 3a0e3nedye BUIILY CTaOUIbHICTh Ta JI03BOJISIE€ IMIBHILIE JIOCSATTH
0a)xaHOTO pe3yybTary.

Otxe, BuOpani iHCcTpyMeHTH — Unreal Engine 5, C++, Visual Studio Ta
crtaHgapTHi KoMmrnoHeHTH UES — 103BOJISIIOTH CTBOPUTU TEXHIYHO JIOCKOHAIY,
BI3yaJIbHO BpaXardy TPy 3 MaKCUMaJIbHO €()EeKTUBHUM BHUKOPHUCTAHHSAM 4Yacy 1

pecypciB po3poOKH.

3.2 Po3poOka moay.ist exiniroBaHHS

[Ipu po3pobui moayis eximipyBanHsa ais mytep-rpu Rock In A Hard Place:
Lonesome Road BaxknuBO BpaxoByBaTH crenudiky B3aeMOAll TpaBlsd 31 30poe€ro.
Monyns eximipyBaHHs BIANOBiZa€ 3a BHUOIp Ta KepyBaHHSA CJIOTaMH 30poi, 110
JI03BOJISIE TPABIIO OIMEPATUBHO 3MIHIOBATH AaKTHMBHY 30poro miag yac rpu. Yepes
iHTepdeic MoTyIIsl eKiipyBaHHs rpaBellb Ma€e 3MOTY MPU3HAYATH P13HI BUIIU 30POi 70
BU3HAYEHUX CJIOTIB, aKTUBYBATH HEOOXIAHUM CIOT y Oyb-IKUI MOMEHT I'pH, a TAKOX
B3aEMOMISATA 3 IHIIMMHU €JIEeMEHTaMHU eKimipyBaHHs. Takui miaxig 3ade3nedye
THYYKICTh Ta JUHAMIYHICTh OOHOBOIO MPOLIECY, a TAKOXK CTBOPIOE MEPEAYMOBHU AJIs
peanizauii poO3MMPEHOT MEXaHIKM I1HBEHTapr Ta KacTtoMizalii 30poi. Y HbOMy
MICTUTBCSI Mara CJOTiB, Ta caMmi cioTu. Lleit MeTo] Takok Bi3yallbHO BijgoOpaxkae

30por0 Ha iIrpOBOMY TMEPCOHAXKI, 11 B CYKyMHOCTI 3 true first person morssimom Hamae
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MO>KJTUBICTB TPABIIO Bi3yaJbHO OAUUTH CBOE EKiMitOBaHHS Ta 30poio Ha co61. Moayb

€ KOMIIOHEHTOM TepcoHaxka. Moynb 300paxeHo Ha pUCYHKY 3.1.

[ Healt

[# Equipment Component (EquipmentComponent) Edit in

= 8 @l Equipment Component (EquipmentComponent) (Cpp Equipment Component)
(C]

[# PhysicalAnimation Source: Inherited (C++)

Intreduced in: Cpp RIHPCharacter

Mative Compenent Mame: EquipmentComponent
Mability: Non-scene component

Editor Only: False

Cpp Equipment Component

My Blueprint %

held (Ctrl + Alt) for more

Pucynox 3.1 — Mopaynb ekimitoBaHHs

['paBenib Mae 3Mory oOupaTH CIOT, 1 it BUKOPUCTOBYE METOJ JIICTaBaHHS
30poi. Monynb ekinmipyBaHHs TaKOX BHKOHYE MEPEBIPKY Ha JOCTYIHICTb OOPaHOro
cioty 30poi. Ilepen axrtuBaiiero 30poi, mporpama MepeBipsie, Y MpU3HAYEHA 0
BIJIIIOBITHOTO CJIOTY KOHKPETHA OAMHUILIA 30p01 Ta UM HE € CJIOT MOPOXKHIM. Y BUNIAAKY,
AKIIO CJIOT € HEAOCTYITHUM a00 HE3alOBHEHUM, T'PABLIIO BUBOAUTHCS MOBIIOMIICHHS
PO HEMOXJIUBICTh BUKOPUCTaHHS 30poi. Jluimme micis yCHimHOi MepeBIpKH
JOCTYIHOCT1 CJOTY TpaBellb OTPUMY€E MOXJIUBICTh 3MIMCHUTH MOCTPIJI, 1HILIIOKOYH
BIIMOBIIHY MOCIIIIOBHICTB A1M y MOIyJI11 30poi Ta MOAYJI KYyJIi.

VY tabnuii 3.1 300pakeHo JOCTYITHI TPABIIO CIOTH 30poi

Tabmuus 3.1 — Tabnug cnoTiB 30poi

Cuor 1 Acpp_ltemWeapon*
PrimaryWeaponSlot;

Cnot 2 Acpp_ltemWeapon*
SecondaryWeaponSilot;

Crot 3 Acpp_IltemWeapon*
SidearmWeaponSlot;
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C0TH € pI3HUMH 32 MOXJIMBICTIO PO3MIILIEHHS 30pOi 3aJIeKHO Bij Kiacy, CIOT
1 Ta 2 MOXYTbh MICTUTA TOBHOPO3MIPHY 30pOI0, B TOM 4ac sIK CJIOT 3 MOKE MICTUTH
30pOI0 TIIBKU MICTOJIETHOTO TUITY.

VY nporieci po3po6ku 60itoBoi mexaHiku Rock In A Hard Place: Lonesome Road
OyJio peanizoBaHO MOMYJIh CHUCTEMH Bigmadi 30poi. Jlis 1poro Oynu CTBOpPEHI J1Ba
metonu — RecoilProgressVertical Ta RecoilProgressHorizontal.

Meton RecoilProgressVertical BimoBijiae 3a BEpTHKaIbHY CKJIQJOBY Bilaadi.
[Ticas 3a1icHEHHS TOCTPLTY BIH BUKIIUKAETHCS IS IMITAIll] T AKUIAHHS CTBOJIA BTOPY,
110 3MYIIIY€ IPaBIsl KOPUTYBATH MPUIIIITIOBAHHS MICHsI KOKHOTO mocTpiny. Lleit edexr
peaTizoBaHO NUISIXOM IOCTYIOBOTO 3MIIIEHHS KaMepu a00 HampsMKy MPUILITY Ha
MEeBHUM KYT, 110 3aJICKUTh BiJl TUITY 30p0i, KUIBKOCTI MOCTPILIIB Ta PEKUMY CTPLILOH.

Meton RecoilProgressHorizontal peainizye ropuzonTanbHy (O0OKOBY) CKIa/I0BY
B1/lJ1a4l, SIKa BIJIMBA€ HA HEMepen0auyBaHICTh TPAEKTOPIi MOCTPLIIB MiJ Yac YEprH.
['opuzoHTanbHa Bijjlaua 3a3BUYail peanizyeThes sIK BUIAJKOBE a00 HAIIBBUIIAKOBE
3MIIIEHHS KaMepH BJI1BO 200 BIPaABO, IO CTBOPIOE MOTPEOY Y A0JATKOBOMY KOHTPOTI
3 OOKY rpaBlis.

Pazom mi n1Ba MeToiu hOpMYIOTh JUHAMIYHY MOJCIB Biaadl, SKa BpaXOBY€E THIT
30poi, peKUM BOTHIO (OJMHOYHHI/aBTOMATUYHHI), TEMI CTPUILOU Ta TOMEPETHIO
Bigjauy. IX BHMKOpPUCTAaHHS J03BONSE CTBOPHTH CKJIAHy, ajle mepeadauyBaHy
MOBEAIHKY 30p01, 110 MOTUBYE TPaBIISl O OCBOEHHS Ta TPEHYBAaHHS HABUYOK CTPLILOH,
M1JIBUIIYIOYH 3arajbHy TJIMOWHY IFPOBOTO MPOIIECY.

VY mexax peamzanii cuctemu ctpinibOu rpu Rock In A Hard Place: Lonesome
Road 6yno po3poGieHo MeTon, sIKMi BiMOBIJIa€ 32 OTPUMaHHS MapaMmeTpiB Bijaadl
B1Jl aKTUBHOI 30pO1 Ta iX 1HTErpailito B MOAYJb eKinipyBaHHs. OCHOBHOIO (DYHKITIEIO
IIbOTO METO/IY € OTPUMAHHS JaHUX MMPO TOBEAIHKY BiJAadi KOHKPETHOTO 3pa3ka 30poi
Ta MPUB’sI3Ka BIAMOBIIHOT KPUBOI Bijnayi (recoil curve) 70 CUCTEMHU €KIMipyBaHHS
NepCOHaXA.

[Ticns Toro sK KOpHCTyBad eKimipye 30por0, METOiA 34YUTye€ 3 Hei Halip
XapaKTePUCTHK, $IKI BKJIIOYAIOTh: TUIl KPUBOI BEPTUKAIBHOI Bijjaadi, aMmIuNTyIy

TOPU30HTAILHOTO 3MIILIEHHS, CHITY BiJaul Ta MBUKICTH ii 3aTyxaHHs. L1 mapameTpu
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30epiraloTbcs y CTPYKTypl JaHHX 30poi Ta MOXYTh OyTH 1HIMBITyaJbHUMHU IS
KOXHOTO BUIY 030pPO€HHS.

[Ticnst 3umTyBaHHA, LI MapameTpu MpuB’s3yioThes (bind) 10 BiAMOBIAHOT
aHiMaIliiHoi abo MareMaTH4YHOI KPHUBOi B CHUCTEMI EKINIpyBaHHs, IO JIO3BOJISE
CUMYJIIOBAaTH Bijady Oe3MmocepeHh0O B MOMEHT MOCTpiTy. TakuM YMHOM, KOKHA
30posi B TPl Ma€ yHIKaJIbHY MOJIEIb TIOBEAIHKY, M0 BigoOpaxkae ii rabaputu, kamop,
Bary Ta iHIII TEXHIYH1 OCOOJUBOCTI.

Le#t migxin 3a0esnedye THYYKICTh CHCTEMH — HOBI 3pa3ku 30poi MO>KHa
nonaBat 0e3 HEOOXITHOCTI 3MIHIOBAaTH OCHOBHY JIOTIKY BiJjadi, JOCTATHHO JIMIIIE
HaJalITyBaTU BIJIMOBIJIHI KPUBI Ta TEpelaTH ix depe3 Led MeToa. Y pe3ylbrari
rpaBellb OTPUMYE PEalliCTUUHY Ta BaplaTUBHY CTPLILOY, 110 € KJIIOYOBUM €JIEMEHTOM
0010BOT MEXaHIKH.

Kpusi Bigaadi 3a/1al0ThCA B IBOX OKPEMHX aceTax, X MPUKIIaIUd 300pakeHO Ha

pucyHkax 3.2 ta 3.3.

Pucynok 3.2 — KpuBa ropu3zoHTajgbHOI Bijjiadi
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Pucynox 3.3 — KpuBa BepTuKaabHOI Bijaayl

KpuBi 30epiratotecs Ak oKpeMi (ailiii, Ta TMHaMIYHO 3aBaHTAXYIOThCS IMiI4ac

irpoBoro npouecy. Ha pucynky 3.4 300paxxeHo npukiag qux Qaiinis.

RecollH_PA_X- C_RecoilvV_PA_X-
' RAE
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Pucynox 3.4 — Ilpuxinan ¢aiiniB Bigmadi

[Ipu cTpinb0i i KPUBI 3UYUTYHOTHCS, MPHU KOXKHOMY TIOCTPLIl TOB3YHOK
mporpaBaHHs 3¢coByeThCs Ha 0,1 MoKy, BEpTUKAIbHE 3HAYCHHS] KPUBO1 BBOJIUTHCS B
CUCTEMY Ta 3MIIIY€E MPUILT IPaBlsl Ha 3a3HaueHe uncio. [liqgac nporo 3anucyerbes
JebTa 3MIICHHS.

byno pospobneHo merom CompensateRecoil, skwii BiamoBizae 3a IUTaBHE
MOBEpPHEHHsI 30pOi J0 IMOYaTKOBOI MO3MINI IMICIS 3aBeplIeHHsS CTpuibOn. Meton
BUKOPUCTOBYE JEIbTY 3MIIICHHS 3alliCaHy MHUHYJIHM METOJIOM JUIsi KOMIIEHCAITii
Bigmaui. [licist 3aBepiieHHS CTPUIBOM aBTOMATUYHO CHPAlbOBYE BCTAaHOBJICHA
3aTpUMKa, MICIIs 3aBEPEIICHHS SIKO1 CIIPAIlbOBY€ MOTYJIb, BiH IJIABHO IMOBEPTAE MTPUIILT
IpaBIld HAa MOYATKOBY MO3MIIIIO, BITHIMAIOYH 3MIHHY 3MILIEHHS BIJ MO3ULIT TPULILTY Y

JTaHUHU Yac.

3.3 Po3pobOka moxy.aast KyJi

Kyns peanizoBana sik actor, o0’ekT 1o Mae 3MOry OyTH PO3MIIIEHUM Yy CBITI.
Bona cknamaersbcst 3 BidyanbHOi wactuau (Mesh), kopoOku komisii (collision box),
noriku pyxy (projectile movement BisyanbHa yacTHHA iCHY€E TUTBKH IS TPABIIS, BOHA
HE BIUIMBA€ Ha pyX KyJi, TUIBKK CIyrye s ii BigoOpaxkenns. KopoOka komisii
BUKOPUCTOBYETHCS JIJII OOPOKU B3a€EMOJII KyJI 3 JIOBKOJIMIIIHIB CBITOM, BOHA Mae
BCbOIO 4 MOJITOHHU, IO € ONTUMAJbHUM JJII OOpOOKM 3ITKHEHb, Oylb-fKa iHIIA
reomMeTpudHa (opmMa 3 OUIBIIOK KIIBKICTIO TMOJITOHIB CTBOPIOBaJia O JOJAaTKOBE
HaBaHTAXXEHHSI Ha MPOIECop i OOpoOKH, Ta YCKIaJgHIOBaIa CTBOPEHHS JIEKIJTBKOX
OJIHOYACHUX MOCTpuIiB. Jlorika pyXy € BCTAaHOBJICHHMM KOMIIOHEHTOM Yy pyIIii Ta
ONTHMI30BaHa /Jisl MOAIOHOTO poay o00’ekTiB. BoHa 3Mmillye Kyl BpaxoBYIOUH

BCTAHOBJICHY IIBUAKICTh. BidyallbHUI BUTIIS Kyl 300pake€HO Ha PUCYHKY 3.5.
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Pucynok 3.3 — Kyns

Jlo Bi3yanbHOI YacTUHU BXoauTh cucteMa Niagara, BoHa BimoOpakae Tpacep

KYyJI1, KOJIU Ta pyXaeThes y nmpocTopi. Tpacep 300pakeHo Ha pUCyHKY 3.4.

NE_Tracer SingleLoopingParticle
O]

Properties cpy

ara

tive Overview

Pucynok 3.3 — Cucrema Niagara ams cTBopeHs eheKkTy Tpacepy

JIst KopekTHOT poOoTH Ky y rpi OyJ10 po3po0aeHO CreriaTbHIi METO, IKUH

MpU3HaYya€e 1l MOYATKOBY IBUJKICTh Y MOMEHT CTBOpEeHHS. Lleil MeTo1 BUKIMKa€eThCA
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Oes3mocepeHbO Tij] 4Yac iHimam3amii Kyjial Ta 3aJa€ HampsMOK 1 CHIy pyXy, IO
BIJIMIOBIJIA€ HAMPSMKY MPUIIUTY TpaBls. 3aJlaHHs TOYAaTKOBOI MIBUAKOCTI € KPUTHUHO
BXJIMBHUM I 3a0€3MEUCHHS PEaiCTUYHOI Ta rnepeadadyBaHoil (Pi3MYHOI MOBEIIHKU
CHaps/ia, a TaKoX JJIA Y3TO/pKeHOi B3aeMo/Ili 3 KoMmrnoHeHToM Projectile Movement
Component, KU1 OpanbOBY€E MOAANBIINNA PYX KYJIl y IPOCTOPI.

VY mportieci po3poOKHu Tpu TaKoK OYyJIO peasri3oBaHO METOJT 0OpOOKH MonaaHHs
KyJii, SIKWM BIAMOBIZA€ 3a aHalli3 pe3yJIbTaTiB 3ITKHEHHsS 3 00'€KTaMH B ITPOBOMY
cepenopuii. lLleii Meron BHKOHye OOYHCIEHHS TOBIIMHM Matepiany, 3 SKUM
CTUKHYJIaCh KyJs, Ta TOpPIBHIOE ii 3 MOPOrOBUM 3HAYEHHSM, HEOOXITHUM MJis
OpoOUTTA. SIKIIO TOBIIMHA MaTepialy HE MEPEBHILYE JONYCTUMY MEXY, KyJs
MIPOJIOBXKYE PpPyX, IMITYIOUM MPOOUTTS NEPelKoaud. B IHIIOMY BHIAIKYy KyJid
3YNUHSETHCS a00 3HUKAE.

Mertop pukoiiiety 0ys0 po3po0JIeHO Ji1 MOACIIIOBAHHS CUTYAIlil, KOJIU KyJis HE
nmpoOMBae MEpPElIKOay, a BIJIOMBA€TbCA Bl HEL. Y pas3l 3ITKHEHHS 3 TBEPAOIO
MOBEPXHEI0, METOJ 3MIHIOE TPAEKTOPIIO PYXy KyJi BIAMOBITHO 10 KyTa BIAOUTTA,
BUKOPUCTOBYIOUM BEKTOPH HAmpsiMy Ta HOpMaull MoBepxHi. OKpiM 3MIHH HaIpsimy,
TaKOX BITOYBAETHCS 3MEHILIEHHS IIBUIKOCTI KYJI, IO JO3BOJIAE€ IMITYBaTU BTpATy
eHeprii mig 4dac pukomety. lle 3a0esneuye OumbIl pealicTUYHY Ta JAUMHAMIYHY

MOBEJIHKY CHapsAiB y Ipi.

3.4 BucHoBKH

VY tpeTromy po3/iiai 0ys10 OOIrpYHTOBAHO BUOIP TEXHOJIOT1 Ta IHCTPYMEHTIB, 1110
BUKOPUCTOBYBAIHCH i po3pobku mrytep-rpu Rock In A Hard Place: Lonesome
Road*. [Ins ctBopenHs rpu O6yio oOpaHo cydacHe irpose cepenoBuiie Unreal Engine
5, sixe 3a0e31neuye MoTy>KH1 MOKIIMBOCTI JIJIs1 pO3POOKH peanicTuYHOi rpadiku, Gi3uku,
aHIMaIlii Ta B3aEMO/I1i 3 IrpoBUM cBiTOM. MOBY mporpamyBanHs C++ 0yJsi0o 00paHo sk
OCHOBHY 3aBJSIKU ii BUCOKIM MPOIYKTUBHOCTI Ta TicHIM iHTerpauii 3 Unreal Engine.
[nTerpoBane cepenoBuie po3podoku Visual Studio BUKOpPUCTAHO MJIE 3pYyHHOTO

HallMCaHHA KOAY, HAJIATOJPKCHHA Ta yr[paBJ'IiHHﬂ IIPOEKTOM.
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Jna peamizamii Gi3uku pyxy KyJi OyJi0o BUKOpUCTAaHO KOMIOHEHT Projectile
Movement Component, sIKMil Hajla€ TOTOBY CUCTEMY JJII MOJEIIOBAHHS TPa€KTOPIi
CHapAIIB 3 ypaxyBaHHIM (DI3UUHUX MapaMeTPiB, TAKUX SIK TpaBITAIlisl Ta 3ITKHEHHS. Y
PO3/ILIT TAKOXK OYJIO IETAIbHO OMUCAHO PO3POOKY BIAMOBIIHUX MPOTrPAMHUX MOJIYJIIB,
30KpeMa MOJIYJISA eKimipyBaHHS, MOyl 30poi Ta MOAYJS Ky, sKi 3a0€3MedyroTh
Joriky BuOOpy 30poi, MepeBIpKU TOCTYMHOCTI CJIOTYy, 3AIMCHEHHS MOCTPUTy Ta

00poOKH (Pp13MYHOT MMOBEAIHKH KYJI1 Y POCTOPI.
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4 TECTYBAHHS TPOI'PAMUA

4.1 TectyBaHHSI CHCTEMH

TecTyBaHHS MPOTPaMHOTO 3a0€3MEeYEHHS — 11€ BaXKJIMBUHN MPOIIEC, CIPSIMOBAHUMN
Ha TepeBIpKy (DYHKIIIOHATBHOCTI, HAAIMHOCTI, O€3MEeKN Ta CyMICHOCTI TIPOTPaMHOTO
IPOYKTY. MeTOI0 TeCTyBaHHS € BUSIBIICHHS J1e(PeKkTiB a00 MOMUJIOK y TPOTrpaMHOMY
3a0e3medeHHi, 100 3a0e3leyuTH MOro BIAMNOBIJAHICT, BHMMOraM 3aMOBHHKA Ta
rapaHTyBaTH CTaOUIBHICTh 1 KOPEKTHY poOOTYy B PI3HMX YMOBaX €KCIUTyaTallii.
TecTyBaHHS MPOBOAMTHCS HA PI3HUX €Tamax PO3pOOKH Ta BKIIOYAE PIZHOMAHITHI
METO/AM, BiJ (YHKIIOHAIBHUX TECTIB A0 TECTIB HAa NPOAYKTUBHICTb, O€3MEKy 1
CYMICHICTb.

TecTtyBaHHS Tpu, Ha BIAMIHY BIJ TECTYBaHHS 3BHYAaHOIO MPOrPAMHOTO
MPOAYKTY, Ma€ CBOI OCOOJIMBOCTI, 30KpeMa uepe3 IHTePaKTUBHUI XapakTep TpH, JIe
BXKJIMBO 3a0€3MEYNTH HE JIUIIE TEXHIYHY CTaOUIbHICTD, ajle i KoM(OPT KopucTyBaya,
rpadiuHi epexTy, B3aEMOJIII0 3 ITPOBUM CEPEJOBHUIIEM Ta PEAKII0 Ha il TpaBIIsl.
TecTyBaHHs TpU 3a3BUYail OXOIUTIOE TaKl aCMEKTH, SIK TEPEeBIpKa MEXaHIKU ITpH,
TOYHICTH (DI3UYHUX CUMYJISAIIIH, TOBEIIHKA MITYYHOTO 1HTEIEKTY, a TAKOXK B3aEMOIIS 3
1HTEepQeicoM Ta HaJlalITYBaHHAMU Tpadiky.

[lix yac TecTyBaHHS TPU BaXJIMBO BPAaXOBYBATH ii ITPOBUIA TIPOLIEC, HASBHICTh
0ariB, MOKJIMBICTh 3aBUCAaHHA YW IHIIUX MPOOJIEM, 110 MOKYTh BUHMKHYTH MiJ 4ac
B3a€MO/IIi KOpUCTYyBaya 3 iIrpoBUM cepenoBuiiieM. OKpeMo TeCTyIoThCs (YHKIIII, Taki
K KOHTPOJIb HaJ| IEPCOHAXKEM, a TAKOX MEPEBIPKa Pi3HUX PEKUMIB TP, 3BYKOBHUX 1
BI3yaJIbHUX €(EeKTIB, NepeBipKa Mpane3JaTHOCTI B PI3HUX yYMOBax (HampuUKiaja, Ha
PI3HUX OIEpAIlIHUX CUCTEMaX a00 MPHUCTPOSIX).

OnHi€r0 3 OCHOBHUX BIJIMIHHOCTEH TECTYBaHHS T'PU € HEOOXiTHICTh BUBUCHHS
MOBEIIHKM CUCTEMH B YMOBaX BHCOKO1 JUHAMIKU. Y TOH Yac sIK 3BUYaiiHE IPOTrpaMHe
3a0e3MeYeHHs TECTY€EThCS MEPEBAYKHO 3a JOMOMOIOI0 PyYHHX a00 aBTOMaTH30BaHUX
CKPHIITIB, SIKi IEPEBIPAIOTH BBEACHHS Ta BUBEJICHHS JIAHUX, TECTYBAHHS TPH BKITFOYAE

B ce0e CHMYyJIAII0 peaqbHUX i KOpHCTyBaua, MEpeBIpKY Bi3yalbHHX e(eKTiB, a
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TaKOX TMepeBipKy (Pi3WyHUX MojeseH, aHIMallli Ta IHIIMX AaCMeKTIB B3aEMOIi B
pearbHOMY Yaci.

[lepmM erarmom TeCTyBaHHS € TEpeBipKa MOMKIUBOCTI 3allyCKy TpU Ha
noctynHid koHdirypanii. e Bkitouae mepeBipKy CyMICHOCTI T'pU 3 KOHKPETHUMHU
XapaKTepUCTHKaMHU KOMIT'I0Tepa, 30KpeMa MpoIeCOPOM, BiI€OKapTOIO, ONEPATUBHOIO
MaM'sTTIO Ta OIepariiHol cucTeMoro. Ha 1ipoMy eTari TeCTyeThCs, Yd BiAIOBITAE
cucTeMa MiHIMaJIbHUM BUMOT'aM I'PH, Y1 MOKHA 3aIlyCTUTH TPy 0€3 MOMUIIOK, a TAKOX
BU3HAYAETHCS, YU CTAOUTLHO MPAITIOE€ BOHA HA JIaH1i KoHDIirypairii komm'rotepa. Ko
rpa HE 3aIllyCKaeTbCcsl ab0 Mae NpoOJieMU TpPU CTapTi, BUBOAATHCA BIJIOBIJIHI
MOBIIOMJICHHSI TTPO TTOMHJIKH, SIKI MOKYTh BKa3yBaTH Ha HEJIOCTATHIO TMOTY)KHICTb
cucteMn ab0 HECYMICHICTh 3 NMEBHMMHU KOMIOHEHTamHu. lle mo3Boisie BUSBUTH Ta
YCYHYTH OCHOBHI ITPOOJIEMH, K1 MOXKYTb NEPELIKOIKATH HOPMaJIbHINA POOOTI IpH.

Ha pucynky 4.1 300pakeHO CKpiHIIOT pOOOTH TP, Ha HBOMY BHJTHO BiJICyTHICTh
BY3YyaJIbHUX apTedakiB, M0 CBITIUTH PO KOPEKTHY POOOTY Bi3yaabHOI YaCTHHU TPH

Ha JaHii KoHQIryparii.

Pucynox 4.1 — CKkpiHIIOT rpu
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HactynHum eramoM TecTyBaHHS € 3ajaHHs 0a30BUX IMapameTpiB 30poi, 10

IrpOBOT MEXaHIKH.

300pakeHO Ha pUCYHKY 4.2. Ha 1ipoMy eTarti mepeBipsiroThCsl OCHOBHI XapaKTEPUCTUKH
KOXHOTO BUAY 30poi, Taki K MIBHIKICTb KyJIi, CHJa BiJAadl, TOUYHICTh MOCTPLIY, a
TaKoXX €(eKTH, MOB'A3aHi 3 11 BUKOPUCTAHHSAM (HANPUKIIAMA, 3BYK, BI3yallbHI1 €(eKTH,
pukomietd Tomio). Bci mi mapameTpu BakIuBI Ui 3a0€3MEUYEHHS peanicTUYHOI
MOBEAIHKK 30poi B IrpoBOMY CepeloBHINI. TeCTyBaHHS LBOTO €Tamy JI03BOJISIE
BUSIBUTH MOXJIMBI HETOYHOCTI a00 HEBIJAMOBIJHOCTI B HaJaIITyBaHHAX 30poi, 110

MOKYTh HETaTUBHO BILUTMHYTH Ha OajaHC Tpu ad0 B3a€MOJIIIO 3 1HIIUMHU €JIEMEHTaMU

Ha pucyHnky 4.2 300pakeHo 3a/1aHy 30poro JIJIsi TECTYBaHHSI.

Editable when Inherited
Sockets

Paren

Character

Primary Weapon Class

wdary Weapon Class

Sidearm Weapon Class
Tags

Component Tags

Component Tick

Start with Tick Enabled
Tick Interval (s
Advanced

Component Replication

0 Array element

Pucynox 4.2 — 3agana 30pos

[Ipu kopekTHii pobOTI Tpu 30posi TOBUHHA 3 SIBUTUCH HAa MOJIEN TIEPCOHAXKY

npu 3amycki. Ha pucyHnky 4.3 300pak€HO KOPEKTHY poOOTY JaHOTO (PyHKIIIOHAITY.
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Pucynox 4.3 — 30post Ha MOl TEPCOHAXKY

[Ticns HactymauMm etarnom € TecTyBaHHS OaTiCTUKH Ha CTBOPEHOMY TECTOBOMY
CTeH[l, KU CKIAJAa€ThCs 3 JEKUIbKOX IIapiB Mepemko] pi3Hoi ToBmuHU. Lle
TECTYBaHHsI JO3BOJISIE IEPEBIPUTH, K 30post Ta i1 GoenpuIacu B3a€MO1I0Th 3 PI3HUMHU
MarepiajamMHu, a TaKOX SK KyJi B3a€EMOIIOTH i3 mepemkogamMu. Ha 1mpomy erarmi
NEPEBIPAIOTHCS TaKl XapakTEPUCTUKU, SK IMPOHUKHICTh KyJl uepe3 MmaTepiajm,
MO>KJIUBICTh PUKOILIETY 200 3YMHUHKH, a TAKOK TOUYHICTh BUBHAYEHHS TOTO, IKUI came
Marepiana MOKe 3yNMHUTH KYJIt0 a00, HaBMaKH, JO3BOJIUTU il MPONTH Yepe3 AeKIIbKa
mapiB. TecTyBaHHS Ha MEPelIKOJaX BaXKJIHMBE Js 3a0e3MedYeHHs] peadiCTUYHOCTI
OOMOBUX CHUTyalllll 1 JO3BOJISIE HAJAIITyBAaTU MAapaMeTpy MPOHUKHEHHS Ta €(eKTH

MOTIIKOIPKEHHS, 10 JI0JIa0Th TIMOMHY IrPOBOMY TIPOIIECY .



Pucynok 4.4 — TectoBuii cenn

[Ipu mocTpini Mae BimoOpa3UTHCh Bi3yalbHHUH eeKT, OyTH CTBOpEHA KyJIs 3

3ajaHor0 BUJIKICTIO. Ha pucyHKy 4.5 300pakeH0 KOpeTHO 00poOIeHU MOCTPLII.

—— |
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Pucynox 4.5 — TectoBuii nmoctpin

Jani Oyae npoTecToBaHO MPOOUBHY CHITY KYJIi Ta ii MOBEIIHKY MPU B3aEMOIIT 3

ITOBCPXHAMU.
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TectoBuii cTeH CTBOpeHMI AJisl 3a0€3€UEeHHS YMOB JIJIsl IEPEBIPKU MOBEIIHKU
OaTICTUKH KYJIb.

J11st mepIoro TecTy Ta mepeBipKu MPOOUBHOI MOKIIMBOCTI KyJIi OyJ10 BUKOHAHO
oCTpLT y 01K TOHKO1 CTiHKM mif KyToM 90 rpaayciB. Ilpu 31TKHEH1 KyJis mpoMiia

HACKPI3b, M0 1 0y710 HEOOX1THUM pPe3ynbTaToM. Pe3ynbprat 300paxkeHo Ha pUCYHKY 4.6.

Pucynox 4.6 — IlepeBipka mpoOMBHOT CHJIM TOHKHX CTIHAX

3 mpoBEeAEHUX TECTIB BHUJHO, IO PO3po0JieHa cucTeMa OalliCTUKH Mpalioe
KOPEKTHO: KyJisl TPOXOAHWTHh Kpi3b TOHKI MEpemKkoAu (Hampukiajg, IepeBo ado
TIICOKAapTOH), MOCTYIIOBO BTpAavyar04M IIBUAKICTh B 3aJ€KHOCTI BlJ TOBIIMHU Ta
Marepiany 00’ekta. [Ipu boMy Ha MICIli IPOXOAY aBTOMATHYHO 3’ SIBIISIETHCS JICKAb
MPOOUTTS, IO Bi3yaJIbHO MIATBEP/KYE B3a€MOJIII0 CHapsa 3 MOBEPXHEIO. Y BUMAIAKY
31 3HAYHO TOBCTUMH a00 MIITHUMHU IMEPEIIKOIaMH, KYJIisl TTOBHICTIO 3YMUHSIETHCS, 110
CBITYUTH MPO TMPABUIHHO pPEasli30BaHy JIOTIKY IMOTJIMHAHHA KIHETMYHOI €Heprii Ta
e(eKTUBHE BUKOPUCTAaHHS (DI3UYHOTO TPACyBaHHS.

Ha pucynky 4.7 300paxeHO MOBHY 3yMUHKY KYTIi
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Pucynox 4.7 — IlepeBipka npoOMBHO1T CHJIM Ha TOBCTUX CTIHAX

Kyns mpoiinuia TOHKy nepemkoay Ta Oyja MOBHICTIO 3yMHUHEHa HACTYITHOIO,
3aJIUBIIN HA HiM Bi3yalbHUM €(EeKT.

HacTymHuM BaXJIMBUM €TalmoM Yy BJOCKOHAJICHHI CHCTEMHU CHUMYIIALI]
030pO€HHST € peaiizallis Ta TepeBIpKa MEXaHIKM PUKOIIETY Kyib. Lle KpuTudHO
BAKJIMBUNA KOMIIOHEHT [UIsi CTBOPEHHS PEaJiCTUYHOrO0 Ta TIIMOOKOro OO0MOBOIO
1rPOBOTO JIOCB1lY, OCOOJIMBO B TAKTUYHUX ITYTEPaXx, /1€ BAXKIUBY pOJIb Biairpae izuka
B3a€MO/IIT 3 HABKOJHUIITHIM CEPEIOBUIIIEM.

Pukormer — e sBUIIe, TPy AKOMY KyJIsl He TIPOHUKAE B TIOBEPXHIO, & 3MIHIOE
CBIi HANIPSIMOK PYXY MICHs yAapy. ¥ KOHTEKCTI IIyTep-irpy Iie He MPOCTO Bi3yaTbHHMA
edexT, a (i3U4HO OOIpyHTOBAHA IMOBEAIHKA, SKa TOBHHHA BPaxOBYBaTH HHU3KY
rapaMeTpiB:

1. Martepian noBepxHi
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Pi3Hi Marepiand MaioTh Pi3HY LIUIBHICTh, TBEPIICTh Ta €HEPTrOMOTIMHAIOUl

BllacTUBOCTI. Hampuknan, npu ynapi o6 6eToH abo MeTan KyJjis 3 OUIBIIO0

AMOBIPHICTIO PUKOLIETY€E, OCOOJIMBO MiJ TOCTPUM KyTOM, TOMI SIK TKaHHWHA,

I'PYHT a00 JAepeBo, sIK MIPABUIIO, OTJMHAIOTH €HEPrito MocTputy. Jis peanizarii

POTO HEOOXiJTHO BIOPOBATUTH CHCTEMY MaTepiaJbHUX BIACTUBOCTEU

noBepxoHb (Hampukian, yepe3 Physical Material B Unreal Engine), ska

BHU3HAYa€, YU MOKJIMBUH PUKOIIET B3araii 1 3 IKO BIpOT1AHICTIO.

2.  XapaKTepUCTHKH Ky

Bara, mBuzakicts, opma Ta Tl Kyii (Hanpukiaa, OpoHeOiiiHa, eKCIIaHCHBHA

TOIIIO) TaKOX CYTTEBO BIUIMBAIOTh HA 3JIaTHICTH JI0 pUKOIIETy. Baxdi kymi 3

BHCOKOIO MIBHJIKICTIO MOXYTh MPOHUKATH TJuOIIe abo BigOMBATHUCS TiJ

MEHIIUM KyToM. B wMomeni cuMynsimii BaKJIMBO BpaxoBYBaTH  IIi

XapaKTEPUCTUKU K YACTHHY OaJiCTUYHOrO MpOQUI0 KOXKHOIO THILY

Ooemnpuriacis.

3. Kyrynapy

PuxomieT 31e01Ib110T0 TPAIISEThCS MPU TOCTPOMY KYTi yJapy — 3a3BUYail

menme 45°. Tlpu npsamomy BiydanHi (0iu3bko 90° 1o moBepxHi) KyJisi a0o

MpOHUKae, a00 BTpayae BCIO CBOIO eHeprito 0e3 pukomery. ToMy cucrema

NOBMHHA PO3paxoBYyBaTW KyT MK HOPMaJUIIO MOBEPXHI B TOYIl yAapy Ta

BEKTOPOM PyXYy KyJi. Ha 0CHOBI IbOT0 BU3HAYAETHCSA, YU BIJOYETHCS PUKOIIET,

M1JT SKUM KYyTOM 1 3 SIKOIO BTPATOIO €HEPrii KyJisl MPOJOBKUT PyX.

Jlnst mpoBeneHHS TONEPENIHbOTO TECTyBAaHHS MEXaHIKM PUKOIIETy Oyiio
3MIMCHEHO MOCTPLT KyJero mij KyToM npubiau3Ho 30 rpaayciB 10 MOBEPXHI TOBCTOTO
Ta TBEPAOro 00’€KTa, 30KkpemMa 0eTOHHOi cTiHM. Takuil KyT Oysio 0oOpaHO HABMHUCHO,
OCKIJIbKH BIH € TUTIOBUM JIJISl CUTYAIlll, Y SKUX PUKOIIET € HAUBIPOTIAHIIIINM — TIPH
JOCTaTHbO TOCTPOMY yjaapi, aje 3 JOCTaTHbOI EHEPri€ro KyJji g B3aeMOAil 3
MarepiajioMm.

VY xoxi tecty Oyno 3adikcoBaHo, 10 KyJsi HE MPOHHUKIA KPi3b MOBEPXHIO, a
HATOMICTh BiOWJIacsl BiJg Hei, 3MIHUBIIM HAMPSMOK PyXy Y BIAMOBIAHOCTI [0

ouiKyBaHO1 ¢i3uyHOi Mozeni. Pe3ynabTatu miaATBEPIKYIOTh, IO CHUCTEMa KOPEKTHO



44

o0po0uisie yMOBHM il BUHMKHEHHsI pukomeTy. Ha pucynky 4.7 300paxeHo pyx

PHUKOIIIETY.

PucyHnok 4.7 — Pukomier

VY pesyabTaTi TecTyBaHHSA OyJO MATBEP/HKEHO, MIO MICAS yaapy o0 TBepay
MOBEPXHIO Mia KyToM npubiusHo 30 rpanyciB KyJis 3MiHWJIA CBIM HampsIMOK PyXy
BIJIMOBIAHO /O OYiIKyBaHOi TpaekTopii pukomeTry. KyT BinOuWBaHHS BiAMOBiIaB
GI3MUHUM 3aKOHaM, 3 ypaxyBaHHAM BTpaTH YacCTHHHM KIHETUYHOI €Heprii mpu
31ITKHEHHI. TakuM YUHOM, TeCT OyJI0 YCIIIIHO MPOWJEHO, 1 CUCTEMa MPaBUIBHO
BHU3HAUMJIA YMOBHU JJIsl PUKOIIETY: XapaKTep Marepiairy, KyT yAapy Ta BIAaCTHBOCTI
cHaps/a.

[{s MexaHiKka € KITIOYOBUM €JIEMEHTOM pealli3My Ta TTMOWHHU iTpOBOTO TIPOIIECY,
OCKUJIbKH BOHA BIJIKpMBA€ HOB1 TAKTUYHI MOKJIMBOCTI JIJIsl TPaBIisd. 30KpeMa, KyJis, 110
PHUKOIIIETY€E, MOXKE JOCSITTH I, sIKa mepe0yBae 3a YKPUTTSIM a00 103a MPSIMOIO JITHIEI0
BOTHIO, 1[0 CTBOPIOE MPOCTIP ISl CTPATEriyHOTO BUKOPUCTaHHs cepefoBuia. Kpim
TOTO, peaii3allis PHUKOIIETy MiABUINYyE HeOe3MeKy BEACHHS BOTHIO B 3aKpUTHX
poCTOpax, /€ KyJsi MOke HernepeadauyBaHO 3MIHUTH HAIPSIMOK — L€ CTUMYJIIOE

01111 0OOepexHy Ta 00 lyMaHy Tpy.
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VY nojanbiuioMy IIaHYETHCS BAIOCKOHAIUTH II0 CUCTEMY, POTECTYBABIIH Pi3HI
KyTH 31TKHEHHS, TUIIM TOBEPXOHBL 1 OO€NpuIiaciB, mo0 3a0e3MeuynT MaKCUMAIbHY
JOCTOBIPHICTH Ta BapiaTUBHICTh PUKOILIETIB y PI3HUX YMOBaX.

HacTyrmHuM eTanoM TeCTyBaHHsI cTajla TIepeBipKa MEXaHIKUA PO3KUAY KyJb, sIKa
€ HEB1J’€MHOIO YaCTHHOIO peaii3My CTpiapou B mryrepax. L{g cucrema Biamosigae 3a
BUITAJIKOBE BIIXWJICHHS TPAEKTOPil KyJi BiJ 1€albHOTO BEKTOpA MPHUIIIITIOBAHHS,
IMITYIOYM BIUIMB TakuX (DAKTOPiB, K HETOYHICTH 30pOi, TPEMTIHHS PYK MEPCOHAXKA,
PYX MiJ 9ac cTpiIbOH, a TAKOXK PEKUM BOTHIO (OAMHOYHHM MOCTPLI, Yepra TOIIO)..

Ha pucynky 4.8 300paxkeH0 cTpiib0y B aBTOMAaTUYHOMY PEXKUMI Y PULILTIOBAH1
0e3 pyxy, Ls MO3ULIsA € CTAaHAAPTHOIO Ta CIYXUTh IOYAaTKOBOIO TOYKOIO JJIst

MOPIBHSAHHSA 3 1HILIUMH.

Pucynok 4.8 — Ctpisib0a cTOsIYM y IPUILITIOBAHH1

Hacrynmaum Tectom Oyna crpinbba «Big Oeapa», g CTpuibda € dYacTo

BUKOPHUCTAHOIO y Irpax JKaHpy LIyTep, aje CIABUTHCS CBOEIO HETOUYHICTIO.
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Pucynok 4.9 — Ctpins6a 6€3 NpuiiIFOBaHHS

VY mopiBHSHHI 31 CTPUIKOOIO y MPUILTIOBaHHI, BUAHO IO TOYHICTh 3HAYHO

MEHIIIE, 1110 € 0aXKaHUM PE3YJIbTATOM.

OmgHuM 13 HaWBaXIIMBIIIKUX EJIEMEHTIB CTPUICHbKOI MEXaHIKH Yy Cy4acHHUX
myTepax € cucTemMa NaTepHIB Bijadi, sika Oe3rmocepeqHbO BIUIMBAE Ha TEUMILIEH,
BIIUYTTS CTPLIHOU, pIBEHh MAiCTEPHOCTI TPABIlS Ta 3arayibHui Oananc 6oto. [laTtepn
BiJIJIaul — II€ 3a3/aJieriib BU3HAUeHa a00 HaIiBpaHIOMI30BaHA TPAEKTOPIs, 3a KOO
3MINIY€EThCS TPUIIUT TiJ] 9ac TPUBAJIOTO BEJICHHS BOTHIO, OCOOJMBO 4epramu ado
aBTOMAaTUYHUM peXuMoM. Ha BigMmiHy BiJ MpPOCTOro 30UIBIICHHS PO3KHUIY TpU
Oe3rnepepBHii CTpLIbO1, MATEPHU JO3BOJSIOTH (POPMYBATH KOHTPOJIbOBAHY MOJEIb
MOBEIIHKK 30poi, SKy TpaBellb MOXXE€ BHUBYUTH, 3amam’ siTaTH Ta HABYUTHCS

KOMIIEHCYBATH, 110 JI0AA€ MIMOUHY Ta MAaUCTEPHICTh Y CTPUICIbKUIMA MpoIiec. Y TaKuX
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irpax, sk Counter-Strike: Global Offensive, Apex Legends, Rainbow Six Siege a6o
PUBG, cuctema naTepHiB € BU3HaYaIbHUM (PAKTOPOM y JIOCSTHEHH1 BUCOKOTO PIiBHS
BOJIOJIIHHS 30p0€r0. 3aMiCTh TOTO MO0 CIOAIBATHUCA HA BUIAAKOBICTH, JTOCBIIYCHHIMA
rpaBellb 3Ha€, K OyJie MOBOJMTHCS MPHUIILI ITiJT Yac CTPUILOM 3 KOHKPETHOI 30poi, 1
3a37aJIETiIb PyXa€e MUIILY Y 3BOPOTHOMY HAIPSIMKY TATEPHY, KOMIICHCYIOUH TTiTHATTS
ctBola Ta BOIK. lle cTBOpIOE BaXJIMBY HaBUYKY, SKy MOXHA PO3BHBATH, IO
NEePETBOPIOE CTPLILOY Ha Mpoliec, MOAIOHUN A0 KepyBaHHS 1HCTPYMEHTOM — YHM
Kpallie TpaBellb 3HA€ 1 BiTUyBa€ CBOIO 30pOI0, TUM TOYHIIIE BIH MOXKE MISITH. 3 TOYKA
30py AU3aiiHy TpH, TATEPHU Bijaadil € 4yJ0BUM CIIOCOOOM OajlaHCyBaHHS PI3HUX TUITIB
30poi: IesaKl aBTOMAaTH MOXYTh MaTU BEPTUKAJIbHY, POCTY JJI KOMIICHCAIII1 Bi1a4y,
ajie BUILMKA PO3KUJ; 1HINI — CKIAIHINIY, TOPU30HTAIbHY, 31 3MIHAMHU HAINPSAMKY.
Takum YMHOM, KOXHA 30pOsi Mae BIACHUU «XapakTep», IO poOUTH BHUOIp
CHOPAJIKEHHST OUIBII OCMHUCIIEHUM, & HE MPOCTO CTaTUCTUYHO BUTIAHUM. Kpim Toro,
CUCTEMa MAaTepHIB JI03BOJISIE CTBOPIOBATU «BIKHA TOYHOCTI», KOJM NEpIIl KiJIbKa
MOCTP1JIIB OCOOJIMBO TOYHI, a 1aJll €PEKTUBHICTH MaJ1a€ — I1€ 320X0UY€ KOPOTKI UEePTH,
3MEHIIy€ CIaM aBTOMATUYHOI CTPUIBOM Ta CTHUMYJIIO€ TAaKTHUYHY IOBEIIHKY. I3
TEXHIYHOI TOYKH 30Dy, peaizallis MaTepHiB Moke 0a3yBaTHCh SIK Ha CTAaTUYHUX
MacHBax BIJIXWICHHS, /¢ KOXHa KyJisl Ma€ CBOIO TMO3UIlIO, TaK 1 Ha JTUHAMIYHOMY
00YHMCIICHH] Ha OCHOB1 (POPMYJIM 3 BUMIAAKOBUMU a00 HaIIBBUIIAIKOBUMHU BapiallisiMu.
VYOIl CKIIAJHUX CHCTEMax MOXIIMBA aJamnTallis MmaTepHy 0 CTaHy TpaBus (pyx,
CTpUOOK, MPUILJIFOBAHHS, 3MiHA TMOJIOKEHHS ), 10 1Ie OUIbIINE YCKIAIHIOE 3aBIaHHS,
ajie ¥ miBUILY€E peati3M Ta Ouny. BaximnBo 3a3HaunTH, 110 epeKTUBHA peanizalis
MaTEpHIB Bi/Jlayl TaKOX MOKpAIIy€e Bi3yaJbHE Ta 3BYKOBE CIPUNUHATTSA CTPLILOM —
pyX TMpHUIlTY, TOIITOBX 30poi, 3MIIIEHHS KaMepu Ta 3BYK IOCTPUTY IOBHHHI
MpaloBaTH B YHICOH, IOO CTBOPUTH BIAUYTTSI «KHBOI» 30pOi, sIka Mae mMacy, CHIIy Ta
xapakTep. Yce e pa3oM MiACUIIOE IMMEPCHUBHICTh Ta 3aJI0BOJICHHSI Bij MpoIecy
CTpUIbOU, IO € LEHTPaJbHOI YacTuHOI Ouibiiocti FPS-irop. Hapemri, natepau
BiJayl — II¢ e ¥ Crmoci0 HajgaTH TPaBIEBI 3BOPOTHUN 3B’S30K: BOHM 0Oadathb
HACJIJKM CBOIX 1M, BYAThCSI KOHTPOJIO, aJanTYIOThCS A0 CUTyaIlli Ta 3 KOXKHOIO

CECi€l0 BIOCKOHAIIOIOTh BlacHI HaBuuku. lle cnpwusie dhopmyBaHHIO TIMOOKOTO
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ITPOBOTO TPOIIECY, B IKOMY HaBHYKH Ba)KaTh OUIBINE 3a PEAKINIO UM yaady, a TAKOX
HIATPUMY€E MOTHUBAILIIIO 10 NOCTIHHOTO PO3BUTKY Ta 3MaraHHs.

Ha pucynky 4.10 300pakeHo JBa maTepHHU Bijjadyi, nepuuii OyB CTBOpPEHUU
CTpUIbOOIO0 31 30pOi MEHIIOTo Kamiopy, ApYruil CTBOpEHUU Cpiuib0oio 13 30pooi
BHUCOKOTO KaJiOpy, 10 30UIbIIYy€ Bifgady 1 TOM K€ 4ac pOOUTh KOHTPOJIb MATepHY

O1JIBII BAXKKHM.

Pucynox 4.10 — [1arepuu Bigmgaui

Hactyrnaum Tectom Oyzae B3aemois KyJib 3 rpaBleM. lpu nomaganHi Ky y
rpaBls OBUHHA 3HIKYBAaTHCh IIKaJa KUTTA. TOMy Ui HACTYTHHOTO CTEHIY OyJio

CTBOPEHO aBTOMAaTHUHY Typelb, 300pakeHy Ha pUCyHKY 4.11.



Pucynok 4.11 — Typens

Bona MicTub mpocTy JIOTIKY: 3a TaitMepoM 3/1IHCHIOBATH TIOCTTP1LI HA TTOCTIHHIN

ocHOBI. JIoriky 3a1iiCHEHHS! TOCTPLTY 300pakeHO Ha PUCYHKY 4.12.

7 Cast To BP_ltemiieapon

Bt

Pucynok 4.12 — Jlorika Typemni
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[i 6Gyne posmilieHO y CBiTi Ha HEBHil BifCTaHi y HANpAMKY IpaBLs IS
nepeBIpKU (PYHKITIOHATTY OTPUMAHHS YPOHY.
[Tpu momagaHHi KyJis BUKIIMKAE TIOJIF0 HA MMEPCOHAXI, IO BiATOBIAA€E 3a 3MIHY

CTaHy >KUTTSA Ta mKaau y intepderici. [llkana »kutts 300pakeHa Ha pucyHky 4.13.

- ala

Pucynok 4.12 — Illkana »xutts

Sk BUJAHO 3 HpHKpil’[J’IeHO'l' mIKaJid, BOHa 3allIOBHCHa TUIBKH qaCTHHO, IO

CBiI[‘II/ITB PO KOPCKTHC OTPUMAHHA YPOHY IICPCOHAKCM.

4.2 Po3po0Oka iHCTPYKUil KOpUCTyBaya

[HCTpyKIisST KOpUCTyBauya € BaXJIMBUM CYIPOBIIHUM JIOKYMEHTOM JI0
MPOTPaMHOTO TPOAYKTY, OCKIIBKM BOHA 3a0e3leuye KiHIEBOMY KOPHUCTYyBadyeBi
MOJIUBICTh €(DEKTUBHO B3a€MOJIISITH 3 MPOrpaMor0 6€3 HeOOX1THOCTI 3BEPTATHCS J0
TeXHIYHOT MATPUMKUA. OCHOBHE ii NMPU3HAYEHHSI — HAJaTH 3pPO3YMLJi MOSICHEHHS
[0J10 BCTAHOBJICHHS1, HAJIAIITYBAHHS Ta BUKOPUCTAaHHA (QyHKIIOHATY nmporpamu. Bona
J0TIoMarae YHUKHYTH TOMUWJIOK IiJ] Yac eKCIUTyaTallii, 3HWKY€ PU3UK BUHUKHEHHS
npo06JieM, MOB’ I3aHUX 13 HECYMICHICTIO a00 HEMPaBUIbLHUM BUKOPUCTAHHSM, a TAKOXK
MiJBUILYE piBEHb 3aJ0BOJICHOCTI KOPHUCTYyBayiB. I[HCTpyKLis MICTUTh OIHC
iHTepdelicy, miaCKa3Ku AJIs MOYATKY IPU, MOSCHEHHS MPU3HAYEHHSI KHOTIOK, TOJIiB 200
IHCTPYMEHTIB, a TaKOXX CIOCOOM pearyBaHHs Ha TUINOBI moMmwiku. OKpeMy yBary B

IHCTPYKINl TPUIIISIOTh TEXHIYHMM BHMOTAaM, $KI JalOTh 3MOTY OIlIHUTH, YU
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BIJIMOBIAa€ MPUCTPIl KOPUCTYBaua HEOOX1THUM HapaMeTpam Uil KOPEKTHOI poOoTu
nporpamu. lle ocoGnHMBO akTyanbHO JJIsl ITPOBUX MPOAYKTIB, 1€ MPOAYKTHUBHICTbH
HaANpPSIMY 3aJICKHUTh Bl KOHPIrypauii cucreMu. TakuM YMHOM, 1HCTPYKIIIS € HE JUIIIe
3ac000M KOMYHIKAIlli MK PO3POOHMKOM 1 KOPUCTyBaueM, a ¥ 1HCTPYMEHTOM, IO
CIIpHSi€ TOCTYIMHOCTI, 3pyYHOCTI Ta CTaOUTBHINA POOOTI MPOrpaMHOTO 3a0€3MeYCHHS.

B iHCTpyKIiI0O KOpUCTyBaya OOOB’SI3KOBO BXOJATH BHUMOTH JO arapaTHOTrO
3a0€3IeUeHHs, 1110 € HEOOX1THUMH U1 CTa01IbHOT pOOOTH ITpOrpaMHOTo poayKTy. L1
BHMOTH JI03BOJISIIOTH KOPUCTYBayaM BU3HAUUTH, UM IXHsI CUCTEMA 37]aTHA 3a0€3MeUUTH
HaJIEKHY NPOAYKTUBHICTb HpPH 3alyCKy TP Ta YHUKHYTH MOXJIMBUX IpPOOJIEM 3
CYMICHICTIO 200 HEJOCTaTHHOIO MOTYKHICTIO JJI1 KOPEKTHOTO BUKOHAHHS MTPOTPAMHU.
VY BUMajKy L€l Ipy, MIHIMAJIbHI allapaTHI BUMOTH BKJIFOYAIOTh!

1. Bineokapra: NVIDIA GeForce GTX 1070.

2. [Ipouecop: AMD Ryzen 5 3600.

3. OmneparuBna nam'site: 16 I'b DDR4 RAM,.

PekoMeHa0BaHI  cUCTEMHI BHMOTM  JUIsl  3a0€3MEYEHHS  ONTHUMAaJIbHOI
MPOJYKTUBHOCTI T4 HAMKPALIOro BI3yaJlbHOTO AOCBIAY MiJl 4ac IPHU BKIIOYAIOTh:
1. Bineokapra: NVIDIA GeForce RTX 3060.

2. [Tponecop: AMD Ryzen 5 5600.

3. OmnepatuHa nam'sste: 16 I'b DDR4.

PeKoMEH/I0BAHOI0 BifleoKapTolo € Bimeokapta cepii RTX. Ii HasBHicT
JI03BOJIUTh BUKOPHUCTOBYBATU (DYHKI[IOHAT TpacyBaHHS MPOMEHIB JJisg 30UIbIICHHS
peaTiCTUIHOCTI Tpadiku.

JonatkoBo pexkoMeHayeTbes SSD, 1m0 3MEHIIUTH 4Yac 3aBAaHTAKCHHS TPH,
PI1BHIB, Ta MOKPAUTUTh 3aBAHTAKEHHS 00’ €KITB y BIAKPUTOMY CBITI.

[Ticns iHCcTansmii rpu yepe3 riargopmy Steam, KOpUCTyBad MEPEXOAUTH [0
TOJIOBHOTO MEHIO MPOTPaMHOTO 3abe3nedenHs. Ha ipomy erarti, mepes mo4aTkoM rpH,
PEKOMEHYE€ThCSl HaJallTyBaTU MapaMmeTpu rpadikd BIAMOBIAHO 10 KOHIiryparii
KOMITFOTEpA JJIsi TOCATHEHHS ONTHUMAIBHOI MPOAYKTHUBHOCTI. J[J1 1IbOTO HEOOX1THO
NeperTH B MEHIO HANAIITyBaHb Ipadiku, e MOXHA BUOpATH PO3AUIbHY 3/1aTHICTbH

€KpaHy, piBE€Hb JIeTaji3allii TeKCTyp, apaMeTpH OCBITICHHS Ta 1HII HaJaIlITyBaHHS,
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10 BIUIMBAIOTh HA MPOAYKTUBHICTH rpH. Ilicis Toro, sik mapamerpu rpadiku OyayTh
HaJIaIITOBaHI Bi/IMOBIIHO 10 MOKJIMBOCTEH CUCTEMH, KOPUCTYBAa4y MOKE€ HATUCHYTTTH
kHOnNKy «[lodatu rpy», mob po3noyaTu rpy.

Vi HeoOXimHI TMiJICKa3Kh Ta TyTopiaid IS KOPUCTYBadiB IepeadadeHi
6e3mocepeHbO B caMmiii Tpi, 00 3a0e3MeYnTH TUIaBHE 1 3p03yMiJie HABYAHHS HOBAUKIB
1 3pyYHICTh AJIsl AOCBiTYeHHX TpaBiliB. [1i7 yac mpoXoKeHHS TpU IPaBIll OTPUMYIOTh
MOKPOKOBI1 IHCTPYKIIii, SIK1 JOTIOMararoTh 03HaHOMHUTHUCH 13 OCHOBHUMHU MEXaHIKaMHU Ta
(GYHKIISIMU TPpH, TTOCTYTIOBO BBOJISYH iX y BC1 aCIIEKTH IrpOBOTO Mpotiecy. Lle Bkiarodae
MiJKa3KA MIOJ0 YIPAaBIIHHS MMEPCOHAXKEM, BUKOPUCTAHHS 1HBEHTAPIO, B3a€EMOJIII 3
00'ekTamMu, a TaKOK OCOOJMBOCTI 3aCTOCYBAaHHSI PI3HUX ITPOBHX MEXaHIK, TAKUX SK
cTpiibOa, BUOIp 30p0i UM BUKOPUCTAHHS CIEIIaIbHUX HABUYOK. YCl Il MIAKa3KH
MOJIAIOThCSL 1HTYITMBHO 3pO3YyMIJIO 1 3PYYHUM IS CHPUUHATTS CIOCOOOM, IO
JI03BOJISIE ILIBUJIKO OCBOITHUCS B I'pI.

TyTopianu 1HTErpoBaHi B I'py TaKUM YMHOM, 100 HOBAYKHW MOTJHU JIETKO OCBOITH
0a30B1 HaBUUYKH 0€3 HAJMIPHOI CKJIaTHOCTI, a IOCBITYEH1 TPaBIll MaJId 3MOTY IIBHJIKO
3ragatu ab0 yTOYHHUTH TpaBmia Tpu. Lle gae MOXKIUBICTH TPaBIsIM TOBEPHYTHCS IO
HaBYAJIbHUX MaTepialliB B Oyb-IKUH MOMEHT, KOJIM BOHHU BITUyBarOTh HCOOXI1THICTH B
JOJIaTKOBUX TOsICHEHHSIX. KpiM Toro, y Oyab-siKMuii MOMEHT MOYKHA 3BEPHYTHCS [0
po3ainy «JloBiznkay, 1€ 3HAUAYTHCS OUIBIN JeTalbHI IHCTPYKINT Ta MOSICHEHHS 111010
cnenudiuHuX (QYHKIINA TPH, 110 T03BOJISIOTH OTPUMATH HEOOXiIHY iH(OpMaIlito JIst

€(PEeKTUBHOI I'PU Ta YHUKHYTH HEMIOPO3YMIHb.

4.3 BucHoBKH
VY yerBepTOMY pO3/11l OYJI0O IPOBEICHO TECTYBAHHS MPOTPAMHUX MOIYJIB, Kl
peani3yloTb MexXaHiKy cTpuibOu B myTep-rpi. IlepeBipeHo peakilito MporpamHoOro
3a0e3nedeHHs Ha Pi3H1 CUTYyaIlil, TaKi SK B3aEMO/IIA 3 00'€KTaMH B CEPEIOBHII, 3MIHY
TPAEKTOPIi MOJBOTY KYJI1 MPU MPOXOMHKEHH] Yepe3 pi3HI MEPEIIKOAU, a TAKOXK BILIUB
(b13UYHUX BJIACTUBOCTEN HA TOYHICTH 1 €EeKTUBHICTB CTpUIbOU. OcoOMBY yBary 0yJio
MPUAICHO TECTYBaHHIO PUKOIIETY KyJIb MIPH TOMAIaHHI B Pi3HI MaTepiaiu 3 pi3HUMHU

XapaKTEPUCTUKAMMU.
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Kpim Toro, O6yn0 omucaHO 1HCTPYKIIIO KOPUCTyBaua, sKa JAETaJIbHO OIHUCYE
TEXHIYHI BHUMOTH JUIS 3alyCKy TpH, HaJalITyBaHHS IapaMeTpiB Tpadiku Ta
iHTepdeiicy. [HCTPYKIliS Tak0XX MICTUTh MOKPOKOBY i1H(GOPMAIIO IMIOA0 MPOIECY

IHCTANAIIT Tpu yepe3 Steam, a TaKOXK JI0NOMarae KOpUcTyBauyaM HaJIAIITYBaTH TPy
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BUCHOBKU

Y pamkax BHKOHaHHS OakajgaBpChbKoi KBamidikaiiiHoi poOoTu Oyia
po3pobiena mrytep-Tpa "Rock In A Hard Place: Lonesome Road", ocHOBHOIO MeTORO
SKOI CTaJI0 CTBOPEHHS MPOTPAMHOTO 3a0€31eUEHHS 3 BUCOKUM PIBHEM PEasliCTUYHOCTI
Ta 1HTepakTUBHOCTI. [IpO€KT peanizoBaHO 3 BUKOPUCTAHHSIM CYYacCHOTO irpOBOTO
pyurisi Unreal Engine 5 ta MmoBu mporpamyBanHst C++, 10 103BOJIMIO 3a0€3MEUUTH
BHUCOKY IPOJYKTHBHICTh, JeTajizallito rpadikud Ta 3py4HICTh 1HTErpalii CKIaJHUX
ITPOBUX MEXaHIK.

VY xoxi pob6otu OyB po3poOJIEHUIN aITOPUTM CUMYJISIIT OamiCTUKH KyJib, 1110
BpPaxoBYe€ Taki (pi3WyH1 mapaMmeTpu, SIK rpaBiTallisd, OMip MOBITPS Ta IMIBUIKICTh Ky,
[0 JO3BOJISIE JOCSIITH MAaKCUMalbHOI PEANiCTUYHOCTI CTpuUibOu. OKpiM I1HOTO,
peanizoBaHO MOJYJI YIpPaBIiHHSA IEPCOHAXXEM, SIKI BKJIIOYAIOTh OOpOOKY pyXiB,
CTpUOKIB Ta B3aeMOJli 3 00’€KTaMU, a TAKOX MOJYJl YIpPaBIiHHSA 30pO€r0, IO
BIJIMOBIJIAIOTh 32 CTPUILOY, Mepe3apsaKy, 3MIHYy O30pO€HHS Ta OOMIK (HI3UMYHHUX
BJIacTUBOCTEH. Taki MOyl CTBOPWIIM JUHAMIYHHM 1 3aXOITUBUM ITPOBUI MPOIIEC, IO
BIJIMOBIJJA€ CYyYaCHUM BUMOTaM 1HAYCTpIi IHTEpaKTUBHHUX PO3Bar.

OcoOnuBy yBary Oyio TpUAUIEHO po3podirl rpadivyHoro iHTepdeicy, sSKuii
CTBOPEHO B MIHIMAJIICTUYHOMY CTHJII JIJIs1 3a0€3MeUeHHs 3pyYHOCTI BUKOPUCTAHHS Ta
IHTYiTUBHOCTI. AJanTUBHUN Au3aiiH 1HTepdeicy 03BOJIIE TpPaBLIO 3pPYy4YHO
HAJAIITOBYBAaTH TAapaMeTpy TPH, BIICTEKYBATH CTaH MEPCOHAXKA Ta B3aEMOJISATU 3
eJleMeHTaMu OTOYEHHs O0e3 BIJBOJIKAHHS BIJl OCHOBHOTO IFPOBOrO MPOLECY.
[aTepdeiic po3pobaeHO 13 3aCTOCYBaHHSIM Bi3yallbHOTO 1IHCTpYMEeHTY Blueprints, 1o
3a0e3neymio Horo e(heKTUBHY 1HTETpallilo B iIrpOBY MEXaHIKYy.

TecTyBaHHSI MPOTrpaMHOTO MPOAYKTY 3A1MCHIOBAJIOCS y KiJIbKa €TaliB: OYJIo
MepeBIpeHO  (PYHKIIOHAIBHICTh OCHOBHUX MOJYJIIB, KOPEKTHICTh aJTOPUTMIB
CUMYyJISILII  OaJICTUKM, a TaKoX I1HTEPaKTUBHICTh TpadiyHOrO 1HTEpdecy.
IIpoBenenmii aHaii3 IMokasaB, IO MPOTPaMHE 3a0C3MEUCHHS IMOBHICTIO BIIIOBIIA€E
MOCTaBJIEHUM BUMOT'aM TEXHIYHOTO 3aBJIaHHs Ta 3a0e3neuye cTabiibHy poOOTY HaBITh

3a IHTEHCUBHUX ITPOBUX CLIEHAPIiB.
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1. HalimeHyBaHHSI Ta rajgy3b 3aCTOCYBAHHS

bakanaBpchka kBamidikaiiitna podota: «po3podka TRUE FIRST PERSON
SHOOTER rpu "Rock In A Hard Place: Lonesome Road" 3 Bukopuctanasm
wiargopmu Unreal Engine 5».

["any3b 3acTOCYBaHHS — pO3Baru.

2. IlixcTaBa auist po3pooOKu.
[TincTaBoro 11 BUKOHAHHS OakaiaBpchkoi kBamidikariitnoi’ podotu (BKP) €
iHauBiayanbHe 3aBaanHs Ha BKP Ta naka3 Ne97 Bix «20» 6epe3ns 2025 p. pekTopa 1o

BHTY npo 3akpimnenns tem BKP.

3. Mera Ta npu3Ha4YeHHS PO3POOKH.

MeToro AOCHIIKEHHSI € TOKpalleHHS B3a€MOJIi TpaBls 3 O30pOEHHSM,
BKJIFOYAIOYM TOYHICTh BIITBOPEHHS OATICTUYHUX XapaKTEPUCTHUK 1 (PI3UUHOI B3aEMOIIi
00’ €KTIB y TPUBUMIPHOMY IIPOCTOPI 3a paxyHOK cucteMu True First Person.inBuienHs
€()EeKTUBHOCTI BHUBYEHHSI KOPHCTYBau€M IOJbCHKOI MOBHM HUIAXOM PO3POOKH Ta
BUKOPUCTAHHS CIICIIai30BaHOI MOOITBFHOT HABYAIBHOI CHCTEMH 3 TEOPETUYHUM
MaTepiajioM 1 TeCTaMHU, 1110 JO3BOJIUTH ITiIBUIIUTH PIBEHb BOJIOJIIHHS HOBOIO MOBOIO.

[Ipu3zHaueHHs1 poOOTH — po3poOKa Ta MporpaMHa peasizallis Biieorpu.

4. Buxigni nani nis nposeaenns H/IP

[Tepenik OCHOBHHX JIITEPaTypHUX JIKEPEII, Ha OCHOBI IKUX OyJie BUKOHYBAaTUCh
BbKP.

1. Sonic Workflow. Unreal Engine 5 Game Programming Design Patterns in
C++, Java, C#, and Blueprints, 2021.

2. Stephen Ulibarri. Unreal Engine 5 Collision Essentials: Understanding Unreal
Engine’s Collision Framework, 2024.

3. Devin Sherry. Elevating Game Experiences with Unreal Engine 5: Bring your

game ideas to life using the new Unreal Engine 5 and C++, 2022.
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4. Boiitko B.B. HapuanbHa cuctema a1 BUBYCHHS 1 TECTYBAaHHSI 3 MOJIBCHKOT
moBH / B. B. Boiitko, I'. b. Pakutsuceka, C. B. bess, C. M. Byp6eno, A. M. Mauuu //
Martepianu BceykpaiHChkoi HAyKOBO-MIPAKTUYHOI iHTEpHET-KOH(pepeHii "Monoas B
HayIll: JOCHDKeHHS, mpobiemu, nepcrektuBu - 2022", Cekuisg - [ndopmariitai
TEXHOJIOT1I Ta KOMII tIoTepHa imkeHepisa. [Enexrpornuii pecypc] — Pexum moctyry:

https://conferences.vntu.edu.ua/index.php/mn/mn2022/paper/viewFile/16201/13643.

5. TexHiuHi BUMOTH
Cepenosuiie po3pooku — Visual Studio, Unreal engine; MmoBa nporpamyBaHHSs —

C++.

6. KoHCTPYKTHBHI BUMOTH
['padiyna Ta TeEkcTOoBa JOKYMEHTAIllsi TOBUHHA BIJNOBIAATH JIFOYUM

CTaHJapTaM Y KpaiHu.

7. IlepeJiik TeXHIYHOI JOKYMEHTAaWil, 10 Mpea’ABJISETHCHA M0 3aKiHYCHHIO
pooir:

1. ITosicHroBanbHa 3amucka 10 bKP;

2. TexHiuHe 3aBIaHHA,

3. JlictuHru mporpamu.

8. Bumoru 10 piBH1 yHidikauii Ta cranzapTu3amii

[Ipu po3po0iii mporpaMHux 3aco6iB ciia qorpumyBatucs yHidikarii 1 ICTY.


https://conferences.vntu.edu.ua/index.php/mn/mn2022/paper/viewFile/16201/13643
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9. Crapii Ta eTanu po3pooKu:

Ne | Ha3sBa eramiB GakanaBpchKoi KBaiikamiiHoT Crpok
3/m poGoTH BUKOHAHHS
eTamniB poOOTH

1 | AHaniz sasnamus i Bubip merony Bupimenns | 26.03.2025 -
MOCTaBIICHOT 3a/1a4l IOCIIIKSHHS 20.03.2025

2 | Po3poOka nusaiiny rpadivnoro inrtepdeiicy 10.04.2025 -
19.04.2025

3 | Bubip cepenoBuiiia Ta MOBU po3pOOKU 20.04.2025 -
24.04.2025

5 | Po3poOka moay:iB mporpamu 27.04.2025 -
11.05.2025

5 | TecryBaHHS Iporpamu 11.05.2025 -
15.05.2025

6 | Odopmuenns marepianiB a0 3axucty bKP 1??00(?522002;5'

10. ITopsAAOK KOHTPOJIIO TA IPUINHATTH

Bukonanusi eramiB OakaiaBpchbkoi KBamidikaiiiiHa poOOTH KOHTPOIIOETHCS
KEPIBHUKOM 3T1HO 3 rpa)ikoM BUKOHAHHS POOOTH.

[TpuitHaTTs OakanaBpcbkoi KBamniikauiiiHoi podotu 3aikcHoeTbest JIEK,

3aTBEPHKEHOIO 3aB. Kaeporo 3riHO 3 rpadhikoMm.



TMpHUH

000T
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Honarok B — JlicTuHr mporpamu

// RockinAHardPlace

#include "cpp_Projectile.h”

#include "GameFramework/ProjectileMovementComponent.h”
#include "Components/BoxComponent.h"

#include "DrawDebugHelpers.h"

#include "Engine/World.h"

#include "Components/StaticMeshComponent.h"

#include <Kismet/KismetMathL.ibrary.h>

#include <Kismet/GameplayStatics.h>

/I Sets default values
Acpp_Projectile::Acpp_Projectile()
{

/I Set this actor to call Tick() every frame. You can turn this off to improve performance if
you don't need it.

PrimaryActorTick.bCanEverTick = false;

CollisionBox = CreateDefaultSubobject<UBoxComponent>(TEXT("CollisionBox™));
SetRootComponent(CollisionBox);
CollisionBox->SetCollisionObjectType(ECollisionChannel::ECC_WorldDynamic);
CollisionBox->SetCollisionEnabled(ECollisionEnabled::QueryAndPhysics);
CollisionBox->SetCollisionResponse ToAllChannels(ECollisionResponse::ECR_Ignore);

CollisionBox->SetCollisionResponseToChannel(ECollisionChannel::ECC_Visibility,
ECollisionResponse::ECR_Overlap);

CollisionBox->SetCollisionResponseToChannel(ECollisionChannel::ECC_WorldStatic,
ECollisionResponse::ECR_Overlap);
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Mesh = CreateDefaultSubobject<UStaticMeshComponent>(TEXT("Mesh"));

Mesh->SetupAttachment(RootComponent);

ProjectileMovementComponent =
CreateDefaultSubobject<UProjectileMovementComponent>(TEXT ("ProjectileMovementCompone

nt"));

ProjectileMovementComponent->bRotationFollowsVelocity = true;

ProjectileMovementComponent->bShouldBounce = false;

/I Called when the game starts or when spawned
void Acpp_Projectile::BeginPlay()
{

Super::BeginPlay();

GetWorld()->GetTimerManager().SetTimer(LifeTimerHandle, this,
&ThisClass::DestroyProjectile, TimeToL.ive, false);

CollisionBox->MovelgnoreActors.Add(Owner);

CollisionBox->OnComponentBeginOverlap.AddDynamic(this,
&ThisClass::OnBoxComponentBeginOverlap);

CollisionBox->OnComponentEndOverlap. AddDynamic(this,
&ThisClass::OnBoxComponentEndOverlap);

¥

bool Acpp_Projectile::ComputeExitLocation(const FHitResult& ImpactResult, const FVector&
ImpactVelocity)

{

FVector ImpactNormalized = ImpactVelocity.GetSafeNormal() * 500 +
ImpactResult.Location;

FVector ResultVector;



65

AActor* HitActor = ImpactResult.GetActor();

/[Trace
/] Trace parameters
FVector Start = ImpactNormalized; // Starting point of the trace
FVector End = ImpactResult.ImpactPoint; // Ending point of the trace
float Radius = 0.5f; /I Sphere radius

FCollisionShape SphereShape = FCollisionShape::MakeSphere(Radius);

I/ Object types to query

FCollisionObjectQueryParams ObjectQueryParams;
ObjectQueryParams.AddObjectTypesToQuery(ECC_WorldStatic); // Static objects
ObjectQueryParams.AddObjectTypesToQuery(ECC_WorldDynamic); // Dynamic objects
ObjectQueryParams.AddObjectTypesToQuery(ECC_PhysicsBody); // Physics-enabled objects

/I Trace parameters
FCollisionQueryParams TraceParams(SCENE_QUERY_STAT(MultiSphereTrace), false, this);

TraceParams.AddlgnoredActor(this); // Ignore self to avoid false positives

/I To store the results

TArray<FHitResult> HitResults;

Il Perform the sweep
bool bHit = GetWorld()->SweepMultiByObjectType(
HitResults,
Start,
End,

FQuat::ldentity,
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ObjectQueryParams,
SphereShape,

TraceParams

for (const FHitResult& Hit : HitResults)

{
AActor* SecondHitActor = Hit.GetActor();
if (SecondHitActor == HitActor)
{
ResultVector = Hit.Location;
if (ComputePenetration(End, ResultVector)<=PenetrationMax) return true;
}
}

ResultVector = FVector();

return false;

bool Acpp_Projectile::Ricochet(const FHitResult& ImpactResult, const FVector& ImpactVelocity)
{

const float RicochetThreshold = -0.3f; // Example threshold; adjust as needed

FVector ImpactNormal = ImpactResult.ImpactNormal; // Assuming ImpactNormal is part of
FHitResult

FVector Velocity = ProjectileMovementComponent->Velocity; // Get current velocity

float MaxSpeedLoss = 0.4f;

float MinSpeedLoss = 1.0f;
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float IncidenceAngle = FVector::DotProduct(ImpactVelocity.GetSafeNormal(),
ImpactNormal);

float VelocityLossFactor = UKismetMathLibrary::MapRangeClamped(IncidenceAngle,
RicochetThreshold, 0.0f, MaxSpeedLoss, MinSpeedL0ss);

/I Calculate the reflection vector

FVector ReflectionVector = ImpactVelocity - 2 * FVector::DotProduct(ImpactVelocity,
ImpactNormal) * ImpactNormal,

/I Scale the reflection vector by the VelocityLossFactor

ReflectionVector = ReflectionVector.GetSafeNormal() * ImpactVelocity.Size() *
VelocityLossFactor;

// Update the projectile’s velocity

ProjectileMovementComponent->Velocity = ReflectionVector;

/I Check if the angle is shallow enough for a ricochet
bool bShouldRicochet = (IncidenceAngle > RicochetThreshold);

return bShouldRicochet;

float Acpp_Projectile::ComputePenetration(FVector& Entry, FVector& Exit)
{
float PenetrationLenght = (Entry - Exit).Length();

ProjectileMovementComponent->Velocity *=
UKismetMathL.ibrary::MapRangeClamped(PenetrationLenght, 0.0f, PenetrationMax, 1.0f, 0.4f);

return PenetrationLenght;
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void Acpp_Projectile::OnBoxComponentBeginOverlap(UPrimitiveComponent*
OverlappedComponent, AActor* OtherActor, UPrimitiveComponent* OtherComp, int32
OtherBodyIndex, bool bFromSweep, const FHitResult& SweepResult)

{
FVector ImpactLocation = SweepResult.ImpactPoint;
SpawnDecal(SweepResult);

if (ComputeExitLocation(SweepResult, ProjectileMovementComponent->Velocity))
DealDamage(ImpactLocation, OtherActor, true);

else if (Ricochet(SweepResult, ProjectileMovementComponent->Velocity))
DealDamage(ImpactLocation, OtherActor, true);

else DealDamage(ImpactLocation, OtherActor, false);

void Acpp_Projectile::OnBoxComponentEndOverlap(UPrimitiveComponent™
OverlappedComponent, AActor* OtherActor, UPrimitiveComponent* OtherComp, int32
OtherBodyIndex)

{
k

void Acpp_Projectile::DealDamage(FVector& ImpactLocation, AActor* OtherActor, bool
bShouldStayAlive)

{
/I Apply damage to the impacted actor
if (OtherActor && OtherActor != this) // Avoid self-damage
{
UGameplayStatics:: ApplyDamage(
OtherActor,
50.0f, // Damage value
GetlnstigatorController(),
this,

nullptr /I Damage type class (can specify custom damage types)
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I/ Optionally destroy the projectile

if (!bShouldStayAlive)

{

DestroyProjectile();

void Acpp_Projectile::SpawnDecal(const FHitResult& ImpactResult)

{

if (DecalMaterial) // Ensure the DecalMaterial is valid

{

FVector DecalSize = FVector(10.0f, 10.0f, 10.0f); // Adjust size as needed

/l Calculate the rotation based on the impact normal

FRotator DecalRotation = ImpactResult.ImpactNormal.Rotation()*-1;

/I Spawn the decal at the impact location
UGameplayStatics::SpawnDecal AtLocation(
GetWorld(),
DecalMaterial,
DecalSize,
ImpactResult.ImpactPoint,
DecalRotation,

10.0f
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void Acpp_Projectile::DestroyProjectile()

{
Destroy();

Il Called every frame

void Acpp_Projectile::Tick(float DeltaTime)

{
Super::Tick(DeltaTime);

void Acpp_Projectile::SetSpeed(float inMaxSpeed, float inInitialSpeed)

{
ProjectileMovementComponent->InitialSpeed = inlInitialSpeed,
ProjectileMovementComponent->MaxSpeed = inMaxSpeed,
ProjectileMovementComponent->SetVelocityInLocalSpace(FVector(inInitialSpeed, 0, 0));
}

/l RockInAHardPlace

#include "cpp_EquipmentComponent.h"

#include "RockInAHardPlace/Character/cppRIHPCharacter.h”

#include "RockInAHardPlace/Enums/cpp_SlotEnums.h"

#include "RockInAHardPlace/ltems/Equippable/Weapons/cpp_ItemWeapon.h™
#include "RockInAHardPlace/Enums/cpp_EWeaponFiremodes.h"

#include "Curves/CurveFloat.h"

#include "Kismet/KismetMathLibrary.h"
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#include "Camera/CameraComponent.h™
#include "RockInAHardPlace/Character/cpp_Character_AnimlInstance.h™
#include "RockInAHardPlace/cpp_Mag.h"

#include "Components/SkinnedMeshComponent.h*

/I Sets default values for this component's properties
Ucpp_EquipmentComponent::Ucpp_EquipmentComponent()

{

/I Set this component to be initialized when the game starts, and to be ticked every frame.
You can turn these features

/I off to improve performance if you don't need them.

PrimaryComponentTick.bCanEverTick = true;

RecoilVerticalInterpFun.BindUFunction(this, FName(""RecoilProgressVertical"));
RecoilHorizontalInterpFun.BindUFunction(this, FName("RecoilProgressHorizontal"));

RecoilTimeline =
CreateDefaultSubobject<UTimelineComponent>(TEXT("Recoil Timeline™));

by

void Ucpp_EquipmentComponent::Initialization(AcppRIHPCharacter* character)

{

CharacterRef = character;

void Ucpp_EquipmentComponent::GrabMag(int inWhichMag)

{

FAttachmentTransformRules AttachRules (EAttachmentRule::KeepWorld,
EAttachmentRule::KeepWorld, EAttachmentRule::KeepWorld, true);

/[CurrentWeapon->MagazineRef->AttachToComponent(CharacterRef->GetMesh(),
AttachRules, FName("GrabBone_ISocket™));
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CurrentWeapon->MagazineRef->AttachToComponent(CurrentWeapon-
>GetSkeletalMesh(), AttachRules, FName("'S_Mag"));

ky

void Ucpp_EquipmentComponent::DropMag(int inWhichMag)

{

FDetachmentTransformRules DeattachRules(EDetachmentRule::KeepWorld,
EDetachmentRule::KeepWorld, EDetachmentRule::KeepWorld, false);

CurrentWeapon->MagazineRef->DetachFromActor(DeattachRules);

CurrentWeapon->MagazineRef->EnablePhysics(true);

void Ucpp_EquipmentComponent::SpawnMag()
{
if (NewMag) NewMag->Destroy();
FTransform SpawnTransform = CharacterRef->GetActorTransform();

NewMag = GetWorld()->SpawnActor<Acpp_Mag>(CurrentWeapon->MagazineClass,
SpawnTransform);

FAttachmentTransformRules AttachRules(EAttachmentRule::SnapToTarget,
EAttachmentRule::SnapToTarget, EAttachmentRule::KeepWorld, true);

NewMag->AttachToComponent(CharacterRef->GetMesh(), AttachRules,
FName("GrabBone_ISocket™));

¥

void Ucpp_EquipmentComponent::InsertMag()

{

FAttachmentTransformRules AttachRules(EAttachmentRule::KeepWorld,
EAttachmentRule::KeepWorld, EAttachmentRule::KeepWorld, true);

NewMag->AttachToComponent(CurrentWeapon->GetSkeletalMesh(), AttachRules);
Acpp_Mag* tempMag = CurrentWeapon->MagazineRef;

CurrentWeapon->MagazineRef = NewMag;
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NewMag = tempMag;

void Ucpp_EquipmentComponent::DeleteMag()

{
NewMag->Destroy();

void Ucpp_EquipmentComponent::ReloadFinish()

{

FAttachmentTransformRules AttachRules(EAttachmentRule::KeepWorld,
EAttachmentRule::KeepWorld, EAttachmentRule::KeepWorld, true);

CurrentWeapon->MagazineRef->AttachToComponent(CurrentWeapon-
>GetSkeletalMesh(), AttachRules);

}

/l Called when the game starts
void Ucpp_EquipmentComponent::BeginPlay()
{
FTransform SpawnTransform = CharacterRef->GetActorTransform();

FAttachmentTransformRules AttachRules =
FAttachmentTransformRules(EAttachmentRule::SnapToTarget, EAttachmentRule::SnapToTarget,
EAttachmentRule::KeepWorld, true);

if (PrimaryWeaponClass)

{

PrimaryWeaponSlot = GetWorld()-
>SpawnActor<Acpp_ltemWeapon>(PrimaryWeaponClass, SpawnTransform);

PrimaryWeaponSlot->AttachToComponent(CharacterRef->GetMesh(), AttachRules,
PrimarySocketName);

¥



74

if (SecondaryWeaponClass)

{

SecondaryWeaponSlot = GetWorld()-
>SpawnActor<Acpp_ltemWeapon>(SecondaryWeaponClass, SpawnTransform);

SecondaryWeaponSlot->AttachToComponent(CharacterRef->GetMesh(),
AttachRules, SecondarySocketName);

¥
if (SidearmWeaponClass)

{

SidearmWeaponSlot = GetWorld()-
>SpawnActor<Acpp_ltemWeapon>(SidearmWeaponClass, SpawnTransform);

SidearmWeaponSlot->AttachToComponent(CharacterRef->GetMesh(), AttachRules,
SidearmSocketName);

}

//Add Slots to map

WeaponSlotsMap.Add(EWeaponSlotsEnum::PrimarySlot, PrimaryWeaponSlot);
WeaponSlotsMap.Add(EWeaponSlotsEnum::SecondarySlot, SecondaryWeaponSlot);
WeaponSlotsMap.Add(EWeaponSlotsEnum::SidearmSlot, SidearmWeaponSlot);

//Add Sockets to map

WeaponSocketsMap.Add(EWeaponSlotsEnum::PrimarySlot, PrimarySocketName);
WeaponSocketsMap.Add(EWeaponSlotsEnum::SecondarySlot, SecondarySocketName);

WeaponSocketsMap.Add(EWeaponSlotsEnum::SidearmSlot, SidearmSocketName);

void Ucpp_EquipmentComponent::ConvertTransformValuesToUE(const FRotator& inRotator,
const FVector& inLocation, FRotator& outRotator, F\VVector& outLocation)

{
outRotator = FRotator(inRotator.Pitch, (180.0 - inRotator.Yaw),-inRotator.Roll);

outLocation = FVector(inLocation.X, -inLocation.Y, inLocation.Z);
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void Ucpp_EquipmentComponent::PlayAnimMonCharacter(UAnimMontage* inAnimToPlay)

{
CharacterRef->GetMesh()->GetAnimInstance()->Montage_Play(inAnimToPlay);

void Ucpp_EquipmentComponent::RecoilProgressVertical(float inRecoil)
{
/I Recoil should be negative to face the right direction
if ('RecoilTimeline->IsReversing()&&blsShooting)
{
float DeltaTime = GetWorld()->GetDeltaSeconds()*100;
float Recoil = inRecoil * DeltaTime;
RecoilToCompensate = RecoilToCompensate + Recoil;
CharacterRef->AddControllerPitchInput(-Recoil);
if ("blsAimingDownsights)
{
OffsetRecoilToCompensate = OffsetRecoilToCompensate + Recoil,

OffsetRecoilToCompensate = FMath::Clamp(OffsetRecoilToCompensate, -
15.0f, 15.0f);

FVector2D WeaponOffsetRecoil{};
WeaponOffsetRecoil.Y += -Recoil,

OffsetWeapon(WeaponOffsetRecoil);

void Ucpp_EquipmentComponent::RecoilProgressHorizontal(float inRecoil)
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if ('RecoilTimeline->IsReversing() && blsShooting)
{
float DeltaTime = GetWorld()->GetDeltaSeconds() * 100;
float Recoil = inRecoil * DeltaTime;
RecoilToCompensateH = RecoilToCompensateH -inRecoil * DeltaTime;
CharacterRef->AddControllerYawlnput(inRecoil * DeltaTime);
if ("blsAimingDownsights)
{
OffsetRecoilToCompensateH = OffsetRecoilToCompensateH + Recoil;

OffsetRecoilToCompensateH = FMath::Clamp(OffsetRecoilToCompensateH,
-15.0f, 15.0f);

FVector2D WeaponOffsetRecoil{};
WeaponOffsetRecoil. X += inRecoil * DeltaTime;

OffsetWeapon(WeaponOffsetRecoil);

void Ucpp_EquipmentComponent::BindRecoilCurve(Acpp_IltemWeapon* inWeapon)
{

Recoil Timeline->Stop();

RecoilTimeline->Deactivate();

RecoilTimeline->DestroyComponent();

RecoilTimeline = NewObject<UTimelineComponent>(this,
UTimelineComponent::StaticClass());

RecoilTimeline->RegisterComponent();

RecoilTimeline->AddInterpFloat(inWeapon->RecoilCurveVertical,
RecoilVerticalInterpFun, FName("Alpha™));
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RecoilTimeline->AddInterpFloat(inWeapon->RecoilCurveHorizontal,
RecoilHorizontalInterpFun, FName("Alphab™));

ky

void Ucpp_EquipmentComponent::CompensateOffsetRecoil()
{
FVector2D RecoilCompensation{};
float DeltaTime = GetWorld()->GetDeltaSeconds();
RecoilCompensation.Y+= OffsetRecoilToCompensate * DeltaTime * RecoilReverseTime;

OffsetRecoilToCompensate -= OffsetRecoilToCompensate * DeltaTime *
RecoilReverseTime;

RecoilCompensation.X -= OffsetRecoilToCompensateH * DeltaTime * RecoilReverseTime;

OffsetRecoilToCompensateH -= OffsetRecoilToCompensateH * DeltaTime *
RecoilReverseTime;

if (!blsAimingDownsights) {

OffsetWeapon(RecoilCompensation);

/Il Called every frame

void Ucpp_EquipmentComponent:: TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction* ThisTickFunction)

{
Super::TickComponent(DeltaTime, TickType, ThisTickFunction);

...
if (!blsShooting && (HipfireOffset.X =0 || HipfireOffset.Y !=0))

{

HipfireOffset = FMath::Vector2DInterpTo(HipfireOffset, FVector2D(0.0f),
GetWorld()->GetDeltaSeconds(), 5.0f);
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HipfireAlpha = FMath::FiInterpTo(HipfireAlpha, 0.0f, GetWorld()-
>GetDeltaSeconds(), 10.0f);

¥
else if (blsShooting)

{
/[Hipfire recoil

HipfireOffset = FMath::Vector2DInterpTo(HipfireOffset, HipfireOffsetModified,
GetWorld()->GetDeltaSeconds(), 10.0f);

HipfireAlpha = FMath::FInterpTo(HipfireAlpha, 1.0f, GetWorld()-
>GetDeltaSeconds(), 10.0f);

}
if (bResetRecoil)

{

if (RecoilToCompensate > 0)

{

CharacterRef->AddControllerPitchInput(RecoilToCompensate * DeltaTime *
RecoilReverseTime);

RecoilToCompensate = RecoilToCompensate - RecoilToCompensate *
DeltaTime * RecoilReverseTime;

}
if (RecoilToCompensateH !=0)

{

CharacterRef->AddControllerYawlnput(RecoilToCompensateH * DeltaTime
* RecoilReverseTime);

RecoilToCompensateH = RecoilToCompensateH - RecoilToCompensateH *
DeltaTime * RecoilReverseTime;

¥

if (RecoilToCompensate <= 0.01&&((RecoilToCompensateH>=-0.01)&&
(RecoilToCompensateH <= 0.01)))

{

bResetRecoil = false;
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else
{
CompensateOffsetRecoil();
}
b
if (bShouldChangeFOV)
{
ChangeFOV(DeltaTime);
}
it (bIsAimingDownsights)
{

WeaponAimOffset.Y = (FMath::FiInterpTo(WeaponAimOffset.Y, 0, DeltaTime,
CurrentWeapon->GetAimdownsightsSpeed()));

WeaponAimOffset.X = (FMath::FInterpTo(WeaponAimOffset.X, 0, DeltaTime,
CurrentWeapon->GetAimdownsightsSpeed()));

OffsetRecoilToCompensate = (FMath::FInterpTo(OffsetRecoilToCompensate, 0,
DeltaTime, CurrentWeapon->GetAimdownsightsSpeed()));

OffsetRecoilToCompensateH = (FMath::FiInterpTo(OffsetRecoilToCompensateH, 0,
DeltaTime, CurrentWeapon->GetAimdownsightsSpeed()));

}

void Ucpp_EquipmentComponent::ChangeFOV((float DeltaTime)

{
if (CurrentWeapon)

{

float AimSpeed =
(blsChangingSights&&FMath::IsNearlyEqual(AimDownsightsWeight, 1, 0.001f)) ? (1 /
ChangeSightTime):CurrentWeapon->GetAimdownsightsSpeed();

UCameraComponent* Camera = CharacterRef->GetFirstPersonCamera();



float CurrentFOV = Camera->FieldOfView;
float SightZoom = CurrentWeapon->GetSightMagnification();

float DesiredFOV = blsAimingDownsights ? (CharacterRef->GetBaseFOV/() /
SightZoom) : CharacterRef->GetBaseFOV();

if (bIsAimingDownsights)
{

Camera->SetFieldOfView(FMath::FInterpTo(CurrentFOV, DesiredFOV,
DeltaTime, AimSpeed));

AimDownsightsWeight = (FMath::FInterpTo(AimDownsightsWeight, 1,
DeltaTime, AimSpeed));

CharacterRef->sensitivity = (FMath::FInterpTo(CharacterRef->sensitivity,
1.0f / SightZoom, DeltaTime, AimSpeed));

}

else

Camera->SetFieldOfView(FMath::FInterpTo(CurrentFOV, CharacterRef-
>GetBaseFOV(), DeltaTime, AimSpeed));

AimDownsightsWeight = (FMath::FInterpTo(AimDownsightsWeight, 0O,
DeltaTime, AimSpeed));

CharacterRef->sensitivity = (FMath::FInterpTo(CharacterRef->sensitivity,
1.0f, DeltaTime, AimSpeed));

}
if (FMath::I1sNearlyEqual(CurrentFOV, DesiredFOV, 0.1f)) {

bShouldChangeFQV = false;

blsChangingSights = false;

void Ucpp_EquipmentComponent::OffsetWeapon(const FVector2D& inLook)

{
if (!bIsAimingDownsights)

80
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{

WeaponAimOffset.Y += inLook.Y;

WeaponAimOffset.X += inLook.X;

WeaponAimOffset = WeaponAimOffset. ClampAxes(-15.0f, 15.0f);
b

void Ucpp_EquipmentComponent::HolsterWeapon(bool bSwitchWeapon)

{
if (CurrentWeaponSlot = EWeaponSlotsEnum::NullSlot)

{
Acpp_IltemWeapon* WeaponSlot = *WeaponSlotsMap.Find(CurrentWeaponSlot);

FAttachmentTransformRules AttachRules =
FAttachmentTransformRules(EAttachmentRule::SnapToTarget, EAttachmentRule::SnapToTarget,
EAttachmentRule::KeepWorld, true);

WeaponSlot->AttachToComponent(CharacterRef->GetMesh(), AttachRules,
*WeaponSocketsMap.Find(CurrentWeaponSlot));

CurrentWeaponSlot = EWeaponSlotsEnum::NullSlot;

blsWeaponDrawn = bSwitchWeapon;

void Ucpp_EquipmentComponent::PulloutWeapon(EWeaponSlotsEnum Slot)
{

FireButtonReleased();

ReleaseAimDownsights();

Acpp_IltemWeapon* Weapon = *WeaponSlotsMap.Find(Slot);

if (CurrentWeaponSlot != Slot)

{

blsWeaponDrawn = true;
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FAttachmentTransformRules AttachRules =
FAttachmentTransformRules(EAttachmentRule::SnapToTarget, EAttachmentRule::SnapToTarget,
EAttachmentRule::KeepWorld, true);

Weapon->AttachToComponent(CharacterRef->GetMesh(), AttachRules,
HandSocket);

FVector ConvertedLocation=Weapon->AttachmentOffsetLocation;
FRotator ConvertedRotation=Weapon->AttachmentOffsetRotation;

ConvertTransformValuesToUE(Weapon->AttachmentOffsetRotation,Weapon-
>AttachmentOffsetLocation,ConvertedRotation, ConvertedLocation);

FVector BoneSpaceLocation;
FRotator BoneSpaceRotation;

CharacterRef->GetMesh()-
>USkinnedMeshComponent:: TransformFromBoneSpace(FName("GrabBone_r"),
ConvertedLocation, ConvertedRotation, BoneSpaceLocation, BoneSpaceRotation);

FTransform Transform(BoneSpaceRotation, BoneSpaceLocation, FVector(1, 1, 1));
Weapon->SetActorTransform(Transform);

CurrentWeaponSlot = Slot;

Weapon->SetOwner(GetOwner());

Weapon->SetEquipmentRef(this);

CurrentWeapon = Weapon;

PlayAnimMonCharacter(Weapon->PulloutAnim_Char);

BindRecoilCurve(Weapon);

WeaponAimOffset.Y = 0;

WeaponAimOffset.X = 0;

CharacterRef->GetAnimInstance()->UpdateWeaponInfo();



void Ucpp_EquipmentComponent::SelectSlot(EWeaponSlotsEnum Slot)

{
if (WeaponSlotsMap.Find(Slot))

{
if (CurrentWeaponSlot != Slot && blsWeaponDrawn)
{
HolsterWeapon(true);
PulloutWeapon(Slot);
}
else if (CurrentWeaponSlot = Slot)
{
PulloutWeapon(Slot);
}
else
{
HolsterWeapon(false);
}
¥

void Ucpp_EquipmentComponent::NextFiremode()
{
if (CurrentWeapon) {
CurrentWeapon->CurrentFiremode++;

if (CurrentWeapon->CurrentFiremode > CurrentWeapon->Firemodes.Num() - 1)
CurrentWeapon->CurrentFiremode = 0;

¥
ks

void Ucpp_EquipmentComponent::FireButtonPressed()
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{
if (bSaveRotationBefore) {
bSaveRotationBefore = false;
RotationBeforeRecoil = CharacterRef->GetControlRotation();
b
Fire();
}

void Ucpp_EquipmentComponent::FireButtonReleased()
{
if (CurrentWeapon) {

CurrentWeapon->TriggerReleased();

void Ucpp_EquipmentComponent::WeaponFiredCallback()
{

bResetRecoil = false;

blsShooting = true;

HipfireOffsetModified. X = UKismetMathLibrary::RandomFloatinRange(-CurrentWeapon-
>HipAccuracy, CurrentWeapon->HipAccuracy)*(1-AimDownsightsWeight);

HipfireOffsetModified.Y = UKismetMathLibrary::RandomFloatinRange(-CurrentWeapon-
>HipAccuracy, CurrentWeapon->HipAccuracy) * (1 - AimDownsightsWeight);

Recoil Timeline->SetPlayRate(1.0f);

Recoil Timeline->Play();

void Ucpp_EquipmentComponent::WeaponStopFireCallback()
{

Recoil Timeline->Stop();



bilsShooting = false;
if (bSaveRotationAfter) {
bSaveRotationAfter = false;
RotationAfterRecoil = CharacterRef->GetControlRotation();
¥
ResetRecoil();
RecoilTimeline->SetPlayRate(RecoilReverseTime);

RecoilTimeline->Reverse();

void Ucpp_EquipmentComponent::ResetRecoil()

{
bSaveRotationAfter = true;
bSaveRotationBefore = true;
bResetRecoil = true;
bisShooting = false;

}

void Ucpp_EquipmentComponent::SetDeltaMouseMovement(const FVector2D& inMouseDelta)
{
if (bIsShooting) {
if (inMouseDelta.Y > 0)
{
RecoilToCompensate = RecoilToCompensate - inMouseDelta.Y;
if (RecoilToCompensate <= 0) RecoilToCompensate = 0;
if (!bIsAimingDownsights)
{

OffsetRecoilToCompensate = OffsetRecoilToCompensate -
inMouseDelta.Y;
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if (OffsetRecoilToCompensate <= 0) OffsetRecoilToCompensate =

¥
}
if (RecoilToCompensateH < 0 && inMouseDelta.X < 0)
{
RecoilToCompensateH = RecoilToCompensateH - inMouseDelta.X;
if (!blsAimingDownsights)
{
OffsetRecoilToCompensateH = OffsetRecoilToCompensateH +
inMouseDelta.X;
}
}
else

if (RecoilToCompensateH > 0 && inMouseDelta.X > 0)

{
RecoilToCompensateH = RecoilToCompensateH - inMouseDelta.X;
if (!blsAimingDownsights)
{
OffsetRecoilToCompensateH = (OffsetRecoilToCompensateH +
inMouseDelta. X);
}
}

if ((RecoilToCompensateH >=-0.01) && (RecoilToCompensateH <= 0.01))
RecoilToCompensateH = 0;

}
OffsetWeapon(inMouseDelta);

void Ucpp_EquipmentComponent::Fire()

{
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if (CurrentWeapon) CurrentWeapon->TriggerPressed();

void Ucpp_EquipmentComponent::Reload()

{
if (CurrentWeapon)

{
if (CurrentWeapon->Reload()) {
PlayAnimMonCharacter(CurrentWeapon->Reload_Tac_Char);

CurrentWeapon->PlayAnimMonWeapon(CurrentWeapon-
>Reload_Tac_Gun);

ky

void Ucpp_EquipmentComponent::AimDownsights()

{
if (CurrentWeapon)
{
bIsEnteringDownSights = true;
bIsAimingDownsights = true;
bShouldChangeFOV = true;
CharacterRef->GetAnimInstance()->UpdateWeaponInfo();
¥
}

void Ucpp_EquipmentComponent::ReleaseAimDownsights()

{

blsAimingDownsights = false;
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bShouldChangeFOV = true;

void Ucpp_EquipmentComponent::ScrollWheelUsed(const FInputActionValue& Value)

{
if (CurrentWeapon)

{

float ScrollValue = Value.Get<float>();

if (ScrollValue > 0)

{
ScrollWheelUp();
return;

}

if (ScrollValue < 0)

{
ScrollWheelDown();
return;

}

void Ucpp_EquipmentComponent::ScrollWheelUp()
{
CurrentWeapon->CurrentSightinteger++;
int MaxSightInteger = CurrentWeapon->GetSightsArraySize();

if (CurrentWeapon->CurrentSightinteger >= MaxSightInteger) CurrentWeapon-
>CurrentSightinteger = MaxSightInteger-1;

CharacterRef->GetAnimInstance()->CycleOptic();

bIsChangingSights = true;



bShouldChangeFOV = true;

void Ucpp_EquipmentComponent::ScrollWheelDown()

{
CurrentWeapon->CurrentSightinteger--;
if (CurrentWeapon->CurrentSightinteger < 0) CurrentWeapon->CurrentSightinteger = 0;
CharacterRef->GetAnimInstance()->CycleOptic();
blsChangingSights = true;
bShouldChangeFQV = true;
}

// RockinAHardPlace

#pragma once

#include "CoreMinimal.h"

#include "Components/ActorComponent.h™

#include "RockInAHardPlace/Enums/cpp_SlotEnums.h™
#include "Components/TimelineComponent.h"

#include "InputActionValue.h"

#include "cpp_EquipmentComponent.generated.h™

class Acpp_ltemWeapon;
class UTimelineComponent;

class Acpp_Mag;

UCLASS( ClassGroup=(Custom), meta=(BlueprintSpawnableComponent) )

class ROCKINAHARDPLACE_API Ucpp_EquipmentComponent : public UActorComponent

{
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GENERATED_BODY()

public:
/I Sets default values for this component's properties
Ucpp_EquipmentComponent();
friend class AcppRIHPCharacter;
class AcppRIHPCharacter* CharacterRef;
void Initialization(AcppRIHPCharacter* character);
FVector2D WeaponAimOffset{};
UPROPERTY (BlueprintReadOnly)

float HipfireAlpha;

//WeaponReload

Acpp_Mag* NewMag;

void GrabMag(int inWhichMag);
void DropMag(int inwWhichMag);
void SpawnMag();

void InsertMag();

void DeleteMag();

void ReloadFinish();

protected:
/I Called when the game starts
virtual void BeginPlay() override;
private:
bool bCanFire=true;

UPROPERTY (EditDefaultsOnly, BluepRintReadWrite, Category = Character, meta =
(AllowPrivateAccess = "true™))

TSubclassOf <class Acpp_ItemWeapon> PrimaryWeaponClass;
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Acpp_ItemWeapon* PrimaryWeaponSlot;

UPROPERTY (EditDefaultsOnly, BluepRintReadWrite, Category = Character, meta =
(AllowPrivateAccess = "true™))

TSubclassOf <class Acpp_IltemWeapon> SecondaryWeaponClass;
Acpp_ltemWeapon* SecondaryWeaponSlot;

UPROPERTY (EditDefaultsOnly, BluepRintReadWrite, Category = Character, meta =
(AllowPrivateAccess = "true™))

TSubclassOf <class Acpp_IltemWeapon> SidearmWeaponClass;

Acpp_ItemWeapon* SidearmWeaponSlot;

TMap<EWeaponSlotsEnum, Acpp_ItemWeapon*> WeaponSlotsMap;
EWeaponSlotsEnum CurrentWeaponSlot=EWeaponSlotsEnum::NullSlot;
TMap<EWeaponSlotsEnum, FName> WeaponSocketsMap;

Acpp_ltemWeapon™ CurrentWeapon;

bool bisWeaponDrawn;

void Fire();
void Reload();
void AimDownsights();

void ReleaseAimDownsights();

void ScrollWheelUsed(const FInputActionValue& Value);

void ScrollWheelUp();

void ScrollWheelDown();

void OffsetWeapon(const FVector2D& inLook);

//Socket names

FName PrimarySocketName = FName("RifleInFrontSocket™);
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FName SecondarySocketName = FName("RifleOnBackSocket™);
FName SidearmSocketName = FName("SidearmSocket™);

FName HandSocket = FName("GrabBone_rSocket™);

//Converts values recieved from Blender to unreal engine
/1if objects flipped 180d back, means grabbone was flipped and code needs to be rewritten

void ConvertTransformValuesToUE(const FRotator& inRotator, const FVector&
inLocation, FRotator& outRotator, FVector& outLocation);

float CurrentZoom = 1.15f;

float ChangeSightTime = 0.05;
float AimDownsightsWeight = 0.0f;
bool bIsAimingDownsights;

bool blsEnteringDownSights=false;
bool bShouldChangeFOV=false;

bool bisChangingSights=false;

//Recoil

UTimelineComponent* Recoil Timeline;
FOnTimelineFloat RecoilVerticalInterpFun{};
FONnTimelineFloat RecoilHorizontalInterpFun{};
UTimelineComponent* RecoilReduceTimeline;
UFUNCTION()

void RecoilProgressVertical(float inRecoil);
UFUNCTION()

void RecoilProgressHorizontal(float inRecoil);
void BindRecoilCurve(Acpp_ltemWeapon* inWeapon);
FRotator RotationBeforeRecoil;

FRotator RotationAfterRecoil;



bool bSaveRotationBefore=true;

bool bSaveRotationAfter = true;

bool bResetRecoil;

UPROPERTY (BlueprintReadWrite, meta = (allowprivateaccess = "true™))
bool bisShooting;

float RecoilToCompensate;

float RecoilToCompensateH;

float OffsetRecoilToCompensate;
float OffsetRecoilToCompensateH;
float RecoilReverseTime = 1.5f;
FVector2D HipfireOffset{};
FVector2D HipfireOffsetModified{};

void CompensateOffsetRecoil();

public:
// Called every frame

virtual void TickComponent(float DeltaTime, ELevelTick TickType,
FActorComponentTickFunction* ThisTickFunction) override;

void ChangeFOV/((float DeltaTime);

void PlayAnimMonCharacter(UAnimMontage* inAnimToPlay);
void HolsterWeapon(bool bSwitchWeapon);

void PulloutWeapon(EWeaponSlotsEnum Slot);

void SelectSlot(EWeaponSlotsEnum Slot);

void NextFiremode();

void FireButtonPressed();

void FireButtonReleased();



void WeaponFiredCallback();

void WeaponStopFireCallback();
void ResetRecoil();

void SetDeltaMouseMovement(const FVector2D& inMouseDelta);

lIGetters

UFUNCTION(BlueprintCallable, BlueprintPure)

bool GetlsWeaponDrawn() { return blsWeaponDrawn; }
UFUNCTION(BlueprintCallable, BlueprintPure)

Acpp_ItemWeapon* GetCurrentWeapon() { return CurrentWeapon; }
bool GetblsAimingdownsights() { return bIsAimingDownsights; }

float GetAimDownsightsWeight() { return AimDownsightsWeight; }
const FVector2D& GetWeaponAimOffset() { return WeaponAimOffset; }
UFUNCTION(BlueprintCallable, BlueprintPure)

const FVector2D& GetHipfireOffset() { return HipfireOffset; }
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Honarok I' — I'padiuna yactuna

I'PA®IYHA YACTHUHA

PO3POBKA TRUE FIRST PERSON SHOOTER I'PU "ROCK IN A HARD PLACE:
LONESOME ROAD" 3 BUKOPUCTAHHAM IIVTAT®OPMU UNREAL ENGINE
3)



BiHHMUBKMM HaLiOHaNBEHUIM TEXHIYHMW YHiBEpCUTET
@akynbTeT iHDOpMaLIMHUX TEXHONOTIN Ta KOMN'IOTEPHOI iHXeHepil
Kadenpa nporpamHoro 3abesneyeHHn

BAKANIABPCbKA ONTMT/IOMHA POBOTA
Ha Temy:

«Po3podka TRUE FIRST PERSON SHOOTER rpu "Rock

In A Hard Place: Lonesome Road" 3 BukopuctaHHsIM
mwiargopmu Unreal Engine 5»

BukoHas: HaykoBuii KepiBHUK:
cr.rpynun 2M1-216 K.T.H., AOL. kad N3
Maxontok B.B. KatenbHikos . 1.

Pucynoxk I'.1 — TutynsHuii cnaig

+ Merta poboru: nigsuuieHHs peanictmdHocTi 3D-cumynsaTopa cydacHoro 6ok 3a paxyHOK
po3pobKn nporpamHoi cuctemu Bisyanisauii 3 ypaxysaHHAm OanicTukm 36poi Ta
anropuTmiB obYnCIeHHA B3aemMoaii Kyni 3 irpOBMM cepefoBULLEM.

- O6’eKT gocnipkeHHA: npouec po3pobku True First Person wytepy «Rock In A Hard
Place» 3a gonomoroto Unreal Engine 5.

- MNpeamer gocnigyeHHA: meToan Ta 3acobu obumcneHHa 6anictuku 36poi Ta Kyni 3
irpoBMM cepefoBULLEM.

Pucynox I'.2 — Mera poGoTtu
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- HaykoBa HOBMU3Ha OTpUMaHuUX pe3yAabTatiB. [loAanbloro pPo3BUTKY
HabyB meToa po3pobku True First Person-wuyTepis, AKMIA, Ha BigMiHY Bia
ICHYIOUMX, He Nnwe IMITYE NOCTPin BisyaibHUM edeKTOM, a M BUKOHYE
BUCOKOTOYHI pO3paxyHKM TPAEKTOPIN KyNb, MoAeNtoe Bigaady 36poi, 3Hoc
Ta iHWi acnektu, wo 3abesneyytoTb rMublie 3aHypeHHA rpaBus Yy
BipTyasibHE CepeAoBMUILLE.

MpakTUyHa UiHHICTD OTPUMAHUX pe3ynbraTtiB. [lpakTUYHA LIHHICTb

OAEeprKaHUX pPe3y/bTaTiB NONAATaE B TOMY, WO Ha OCHOBI OTPUMAHMX B
6akanaBpcbKin  KBanidikauiMHoi poboTi TeopeTUYHUX MNOoJoXKEeHb
3anponoHOBaHO aAropuTMu Ta po3pobsieHo nporpamHi 3acobu Bigeorpu
«Rock In A Hard Place».

Pucynok I'.3 — HaykoBa HOBH3Ha

[MopiBHANBHWUM aHANI3 aHANOrIB

Pucynox I'.4 — [lopiBHsIbHUI aHAJII3 aHAJIOTIB
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OGpoba diaukn
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3aranbHa 610K-cxema poboTr oaaTKY

Pucynok I'.5 — bnok-cxema

Weight: 13.44 Kg

e

EKinitoBaHHA NepcoHaky

Pucynox I'.6 — ExinitoBaHHst IEpCOHAXKY
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) “M ”
Crpinbba 3i 36poi

Pucynox I'.7 — Ctpinbba

BUCHOBKM

MNig yac BMUKOHaHHA 6aKanaBpcbKoi KBanidikauinHoi poboTtu byno:
+ Po3pobneHo Bigeorpy;

+ po3pobneHo rpadiyHumM iHTepdenc ana B3aeMogii Kopuctysaya 3
AO0OATKOM;

* nNpoBeaeHoO TeCtyBaHHA J040aATKY.

Pucynok I'.8 — BucHoBku



Anpobauii Ta nybnikau,ii

OcHOBHi  nonoxeHHa  6akanaBpcbKOi  AuMNAoOMHOI  poboTu
nonosigannca Ta obrosoptoBanuca Ha IV BceyKkpaiHCbKOI HayKOBO-
TEXHIYHOT KOoHpepeHLUii monoanx BYEHWX, acnipaHTiB i CTyAeHTIB
"Komn'toTepHi irpy Ta mynbtumeaia AK iHHoBauiMHMWA nigxia Ao
KoMyHiKauii -2024", Opeca.

Pucynok I'.9 — [Ty6mikarii
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